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"I was moving a squad of four of my best through the kehst-beridden jungles of Kiskismok, when 
suddenly Darrow's detector picks up what looks like a couple of life forms 50 meters out." 

"'Nothin' but a couple of those brachiators,' he says to me. Just then Darrow takes it through the 
chest." 

"We all drop into the mud, flipping through our helmet displays trying to find out where the shot 
came from when I hear this rumbling. More like I feel this rumbling. An' then there it is. A battle 
robot." 

"Hsiang shoots the thing in its sensory grid with a bolt, but it doesn't do much good 'cause he's a 
psionic talent and they don't give 'em half-way decent guns. It starts tracking him with its dual guns 
and suddenly he takes some hot plasma too. Now it's just me and the kid, Yamaguchi." 

"'Guchi,' I said. 'Direct your fire into the lifters so it can't move. These things are pretty lousy 
about protecting their undersides.' So like he was a vet of 20 drops, he rises to one knee and hits 
the thing right in the lifters. And then he does it twice more." 

'"One battle robot: out of action,' he says. I toss an energy grenade at the hulk just to make sure 
and then we start the long job of carrying the boys north, where we know the landing boat'll be." 

The Serayachi Campaign— Sgt. Robert Sherwood, FWSF Ret. k 

V Ik. 
Breach is a single-player tactical-level combat game for one 

person. It features: 

• Smooth animated movement and combat. > 

• Macintosh™ version includes digitized sound. 

• The ability to lead squads of up to 20 marines. ^^ 
" A campaign of several scenarios included with the garnT^ 

Up to 40 opponents per scenario — ranging 
from vicious beasts to marines as intelligent 
and. well-equipped as your own. Six different 
classes of opponents in all: marine, alien, ^ 
beast, overlord, autogun. and battle robot. 
Equip your marines with 20 different 
types of objects— including rocket launch- 
ers, demolition charges, first aid kits, and 
cracking units to break into enemy com- 
puter systems. 

Four different classes of marine: marauder, 
infiltrator, scout, and psionic talent. 
Your squad leader is independent of any 
scenario — play Breach just like a role-^ 
playing game or as a single session wargame. 

• Build-up your squad leader for special advanced 
training— all of his combat experience is saved! 

• Breach includes a Scenario Builder— create your ^ 
own scenarios or modify existing ones! 

• Scenarios can have several different victory conditions which 
can be mixed together to form extremely complex battles. 

• Additional scenario disks available soon! 

breach is available for the Atari ST and Macintosh. IBM version available soon Photos are for the Atari ST version. 

To order, visit your software dealer For direct orders (VISA MasterCard COD). 

phone (203) 658-69/7. To purchase by mail, send check, money order, or credit card 

information to Omnitrend Software. Inc . , PO Box 73 3. West Simsbury, CT 06092 

Cost is $39.95 plus S3. 00 for shipping and handling — 
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HERE, BY POPULAR DEMAND, 
OS-9 FOR THE ATARI ST 



Introducing OS-9/ST 



Exciting news from Microware! Now you can have the awesome real-time, multi- 
tasking power of OS-9 for your Atari ST. Introducing OS-9 /ST. OS-9/ST's profes- 
sional UNIX-style system environment and supporting development tools makes 
it the perfect operating system for your Atari ST system. 



Choose Personal or Professional 



IT'S 
HERE! 



. 



OS-9/ST is available in two flexible configurations: 
Personal and Professional. 
• Personal 0S-9/ST combines the power 
of OS-9 with an interactive, struc- 
tured Basic and handy utility 
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set; plus easy-to-use, easy-to-read 
documentation for the neophytes 
among us. 

• Professional 0S-9/ST turns 
your Atari ST into a full C Language 
workstation. You'll open new doors with your 
ST using the powerful Assembler, Linker and User 
Debugger. And if that's not enough, you can add 
optional tools like Pascal, FORTRAN, Electronic Mail. Print 
Spooler and other popular productivity packages. 

Support ANYTIME You Need It! 

Included with both versions of OS-9/ST is twenty-four-hours, seven 
days-a-week "support" — via your modem and CompuServe. And 
while you're there, browse through the OS-9 User Croup Libraries 
or leave a message for your friends. 

With either version you'll get true multi-user support and the 

software tools to exploit it. And with your purchase of OS-9 /ST. 

you'll receive a free copy of the OS-9 Software Sourcebook — a 

valuable reference guide to third-party software. For further 

information, call Microware today, or contact your local distributor to 

>w to put the power of OS-9 /ST to work for you! 

Personal OS-9/ST $150.00 
Professional OS-9/ST $600.00 



Microware Systems Corporation 



Headquarters 
1900N.W 1 14th Street 
Des Moines. Iowa 
Phone 515-224-1929 



Western Regional Office 
4401 Great America Parkway 
Suite 220 

Santa Clara, California 95054 
Phone 108-980-0201 



Microware Japan, Ltd. 

11-19 1 ioncho 4-Chome, Funabashi City 

China 273. Japan 

Phone 0473 (28) 4493 

Telex 781-299-3122 




Micromasler Scandinavian AB 

St Persgatan 7 

Box 1309 

S751-43 Uppsala 

Sweden 

Phone 018138595 

Telex 76129 



Or. Rudolf Keii, GmbH 
Porphystrasse 15 
D 6905 Schnesheim 
West Germany 
Phone (0 62 03) 67 41 
Telex 465025 



Bison AG 

Zeiweg 12 

CH 5405 Baden-Oattwii 

Switzerland 

Phone (056) 83-3377 

Telex 828275 



Vivaway Ltd. 

36-38 John Street 

Luton, Bedfordshire, LUl 2JE 

United Kingdom 

Phone (0582) 423425 

Telex 825115 



Microprocessor Consultants 
92 Bynya Road 
Palm Beach 2108 
NSW Australia 
Phone 02-9194917 



Microdata Soft 

97 bis, rue de Colombes 

92400 Courbevoie 

France 

Phone 1768 80-80 

Telex 615405 



OS-9 is a trademark of Microware and Motorola 



Atari ST is a trademark ol Alan Corporation 

- 



Unix is a trademark of AT&T 



NOW! RUN THESE IBM PROGRAMS ON 

YOUR ATARI ST. 



Lotus 1-2-3 
Enable 
Sidekick 
Crosstalk IV 
EasyCAD 
GW Basic 
Word Perfect 
Graph-in-the-Box 
Turbo Prolog 
The Newsroom 
Supercalc 



Flight Simulator 

Ability 

Super key 

Carbon Copy 

DAC Easy Accounting 

Managing Your Money 

Multimate 

ProDesign II 

R:base 5000 

Electric Webster 

Javelin 



Framework 
DESQview 
Norton Utilites 
Chart-Master 
BPI Accounting 
Silvia Porter's Series 
Dataflex 
Microsoft Chart 
FoxBase + 
PC-Outline 
Knowledgeman/2 



Symphony 

Q&A 

dBase 11,111,111+ 

Print Shop 

Turbo Pascal 

pfs:Professional File 

pfs:Professional Write 

Chase Spectrum 

Dollars & Sense 

Exact 

Swift Tax 



And Hundreds More! 

pc-ditto is a software-only utility which taps the power of your Atari ST to imitate an 
IBM PC XT. No extra hardware is required (an optional 5.25-inch drive may be 
required for 5.25-inch disks). All your IBM disks will work "out-of-the-box". 



pc-ditto features include: 

o both the 520ST and the 1040ST supported 
o up to 703K usable memory (1040ST) 
o not copy-protected - installable on hard disk 
o imitates IBM monochrome and IBM color 

graphics adapters 
o access to hard disk, if hard disk used 
o optionally boots DOS from hard disk 
o parallel and serial ports fully supported 
o supports 3.5-inch 720K format, 360K single- 
sided format, and 5.25-inch 40-track formats 



$89.95 pc-ditto™ 

by 
Avant-Garde Systems 
381 Pablo Point Drive 
Jacksonville. Florida 32225 
(904) 221-2904 



System requirements: 

o IBM PC-DOS or Compaq MS-DOS version 3.2 or 
above recommended 

o ATARI COLOR MONITOR (Atari mono monitor 
support will be released this Fall) 

o optional 5.25-inch drive is required to use 5.25- 
inch disks 

o 3.5-inch 720K DOS disks require a double-sided 
drive (Atari SF314 or equivalent) 

See pc-ditto today at an Atari dealer near you, 
or write for free information! 



Avant-Garde Systems, 381 Pablo Point Dr. 
Jacksonville, Florida 32225 (904) 221-2904 
Yes! Please send information on pc-ditto. 

Name 

Address 

City State Zip 
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O 7 Making The Right C onnection/ 

w ' Tenny 

Hints and few small hardware projects to 
help your ST communicate with the 
outside world. 



OQ Atari Mega ST/Janse n 

"»" A friendly computer with an abundance 
of memory designed to provide a "total 
solution'* to your computing problems. 

OA A Handbook For Computer 
^^ Adventurers/ Katz and Kunkel 

A guide to adventure games old and new 
for Atari 8-bit systems. 

28 pc-Ditto//*/// 

^^ Avant-Garde Systems introduces an 
amazing new product that will make 
your ST act like an IBM PC 

04 Two 5V Disk Drives For The 
^^ ST/Ahl 

I.B. Computers and Paradox Lnterprises 
offer drives that allow the ST to read 
5V floppy disks. 

4g 1st Word Plus/Staples 

^ w GST Holdings has added all the bells 

and whistles needed to make 1st Word a 
truly full-featured word processor. 

Cg Tackle Rox/Duberman 

** v A program that allows Personal Pascal 
Programmers to conform to the C style 
of programming on the ST. 

60 Software Survey /Bradford, 
Eddy, and Teverbaugh 

Lots of new* entertainment software to 
put on your holiday gift list. 
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Letters/ Readers 

Your chance to share opinions and 
information with other Atari owners. 
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DOS 2.5. Atari Base, and printer drivers. 



New Products /Staples 

Recent releases of hardware and 
software for Atari X-bit and ST 
computers. 

Inside Atari /Jansen 

Our editor-on-lhe scene talks to Atari's 
John Skruch about the XL Game System 
and its impact on the future of other 8- 
bit systems. 

Puzzles & Problems//*/// 

How many of these can you solve? 

Bottom Line 

Progressive Peripherals offers Superbase 
Personal, a relational datahase system 
designed to gel novice users off to a 
running start 

Languages/ Dimond 

An introduction to Alice: The Personal 
Pascal from Looking Glass Software. 

Sound Chip/Jainschigg 

Atarimusic I and II: State-of-the-art 
CAI for music theory ... no MIDI 
required! 

Technology/.!/// 

Racing toward superconductivity. 

Te\eta\k/ Anderson 

Delphi. Coming on strong with 
Windowed X Modem and useful 
shareware. 

Atari Classroom/ Staples 

Atari introduces the Arrakis Advantage 
to the ST classroom. 

Dealer Directory 

Look here first for the name and address 
of your nearest Atari dealer. 
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Notes On Sound Chip 

Dear Editor: 

I am writing about your "Sound 
Chip" scries, which I have been enjoy- 
ing immensely. Being a practicing mu- 
sician, I have had the pleasure of being 
involved with synthesizers since my first 
exposure to them in the late sixties. 

In my studio I use (what else?) an 
Atari I040ST with Dr. T. KCS-ST 
(Keyboard Controlled Sequencer), and 
I must say it is a very powerful combina- 
tion. I can dojust about anything I want 
with it, but. frankly. I never had the 
slightest idea of how it worked. 

Reading your articles has given me 
some understanding of the process and 
has provided some useful information 
about the way synthesizers talk to com- 
puters. 

In the Summer 1987 issue, however, I 
noticed some unclear statements about 
some functions and features of synthe- 
sizers, that I hope I can clear up. 

In the article, you write about "The 
portamento range controlled by the 
pitch wheel ..." The fact is that porta- 
mento and pitch bend are two different 
and independent effects, each with its 
own control. The pitch bend has the 
Bend Range control, and the portamen- 
to has its own Portamento Time control. 
And one will not affect the other. Of 
course, I know that you meant to say 
that the master synth will not affect the 
Bend Range of the slave synth(s)— 
which is a true statement. 

Further, you state that "Polyphonic- 
Key Pressure messages are sent by so- 
phisticated synthesizers capable of dis- 
tinguishing how hard an individual key 
is being held down." That is not correct. 

Polyphonic Key Pressure, which is 
better known as velocity, does not mea- 
sure how hard a key is being held down. 
Rather, it senses how hard a key is 
struck; that is, it deals only with the 
attack. Because we know that to hit a 
key harder, one must hit it faster, at a 
higher speed, and that another word for 
speed is velocity, we can understand 
why such synths are said to be velocity 
sensitive. 

You then assert that "Channel Pres- 
sure messages arc sent by less sophisti- 
cated synths and reflect the pressure on 
the key that is being held down the har- 
dest." Channel Pressure, better known 
asaftertouch, is actually found in rather 
expensive synthesizers, like the Ya- 
maha DX-7 and top-of-the-line Korg 
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synths. Therefore, it is not a sign of 
greater or lesser sophistication — cer- 
tainly not less. 

But most importantly, you did not 
explain the function of aftertouch. So, 
just for the record, here it is: a synth is 
said to be pressure sensitive when it is 
possible to turn its modulation on by 
adding slight additional pressure to a 
key that is being held down. This can 
also be accomplished by turning the 
modulation wheel, which you also ne- 
glected to mention. 

Finally, in vour description of the 
MIDI mode Omni Off/ Mono On, also 
known as MIDI mode 4, you forgot to 
mention that for a synth to even go into 
mode 4 it has to be multi-timbral; other- 
wise it will work only in modes I and 2. 
You wouldn't want all the nice folks at 
home to go nuts trying to gel their non- 
multi-timbral synths to work in mode 4, 
would you - ' 

I hope I have been of some help. Keep 
up the good work! 

Giampiero Scuderi 

1I12N. Bell. Apt. 6 

Denton. TX 76201 



Qix In The Pants 

Atari Explorer Editorials: 

I am writing about the article in your 
Summer 1987 issue titled "Helix." I 
don't own an ST, but it was interesting 
all the same. 

It seems that nobody at Atari knows 
what a helix is, since this word has been 
repeatedly misused. Recently, 1 got my- 
self a copy of Qix. This is a really fun 
game, but the manual refers to the Qix 



as a "helix." This is not correct: Qix is a 
bundleof lines that pulsearound.This is 
not what a helix is. Atari should have 
made up a word for this figure instead of 
misusing "helix." 

Then I read your article in Atari Ex- 
plorer. You make the same mistake and 
again misuse "helix." Does everyone 
connected with Atari have such a one- 
track mind that they don't even know 
basic geometric terms. 

As an aside, you use the barbarism 
"helixes." The proper plural is "heli- 
ces." I guess no one connected with 
Atari knows any English either. 

It is hard todefinea helix precisely. If 
you wrap a line around a cylinder, the 
line is a helix. Springs, slinkies. and tele- 
phone handset cords are good examples. 
The famous DN A molecule is the shape 
of two helices wrapped around the same 
cylinder. 

I'd really appreciate you passing this 
on to your readers. It's important thai 
ihis myth be disposed of. 

Dave Toyanev 

Thanks for setting us straight about 
the helix. You are, of course, correct. 
We were careless, and we hereby re- 
quest that all readers open their copies 
of the Summer issue to page 72 and 
change the title of the article found 
thereon to "Bundle of Stix." 

As for barbarisms, our dictionary 
lists both "helixes" and "helices" as 
correct plurals for "helix." And while 
we are in semantic hairsplitting mode, 
let's talk about "editorials," which are 
magazine articles that express the 
opinions oj the people who create the 
magazine, who usually prefer to be 
called "editors." 
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Before YOU Write Or Call: Please do not call or write to us about 
problems with individual Atari products or orders placed with Atari Corp. We will 
simply torward your query or complaint to Atari Customer Service (P.O. Box 
6 1657. Sunnyvale. CA 94088). where it will arrive days, if not weeks, later than it 
would have if you had mailed it there yourself Barbara Hambelton and Diana 
Goralczyk. Atari's customer service experts, are much better equipped to solve 
individual problems than we are. 



Editorial: Editorial material, Including article submissions, press releases, 
and products for evaluation, should be sent to Atari Explorer. 7 Hilltop Road. 
Mendham. NJ 07945 (201) 543-6007. Atari Explorer is not responsible for the 
return of unsolicited manuscripts, tapes, disks, program listings, etc. not submit- 
ted with a self-addressed, stamped envelope. 

Subscriptions: Domestic: 6 issues, $14.95; 18 Issues, $39 95 Canadian: 
Add $5 00 per 6 issues. Foreign: Add $10.00 per 6 issues. Foreign subscription 
orders must be accompanied by a check in U.S. funds drawn on a U.S. bank. Send 
orders to Atari Explorer. CN961. Netcong, NJ 07857-0961 

Customer Service: It you have a problem with your subscription, please 
write to Atari Explorer. CN96 1. Netcong. NJ 07857-0961. or call (20 1) 347-8383 

Material in this publication may not be reproduced in any form without written 
permission from the publisher. 
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with Easy-Draw! 

Create professional-looking newsletters, flyers, 
ads. brochures, company reports, forms, technical 
illustrations, and more with Easy-Draw" by Migraph! 

Easy-Draw is fast, powerful, and fun to use. 
Design a page in any format using Easy-Draw's 
object-oriented text and graphics features. Extensive 
editing tools make it easy to achieve the results you 
want. Add bit-mapped and scanned images to vour 
page with the new Easy-Draw Supercharger'". 

With Easy-Draw and its companion products 
you can put together a page layout or design system 
that meets your needs! Now only $99.95. 

Additional Easy- Draw Companion Products: 

Supercharger: Add bit-mapped and scanned images 

to your Easy-Draw page $49.95 

Font Pack »1 —Contains 2 fonts: Rocky and HiTech 

(9 pin only) ' $39.95 

Personal Draw Art Has over 150 predrawn images 

incl. borders, vehicles, symbols $29.95 

Technical Draw Art— Symbol libraries for piping. 

electrical, floor plan design, etc $29.95 

24-Pin Driver— For use with NEC P. Star NB and 

Epson LQ printers, incl. Swiss font $19.95 

HP Laserjet Plus Driver: 150 & 300 DPI drivers 

Plus the Swiss fonts. Works with Series II . . . $39.95 



Migraph Inc. 
720 S. 333rd St.. (201 > 
Federal Way. WA 98003 
For more info or to order call: 

1 800 223-3729 
206-838-4677 
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Regent's Reply 

Dear Editor: 

Thank you for the very nice piece on 
our word processor. Regent Word II, 
that appeared in your Summer 1987 
issue. Your reviewer, Frank Kofsky, did 
a very good job getting into both word 
processors. 

The points that Mr. Kofsky made 
about Regent Word II were both clear 
and concise. However, he overlooked 
the most fundamental concept: simplic- 
ity. Regent Word II was designed to be 
used in two phases: composition and 
formatting. 

During the composition phase, a writ- 
er is intent only on expressing his ideas 
as written words. The problems in- 
volved with learning a word processor's 
'"user interface" should be minimal. 
Nothing should interrupt the writer's 
train of thought as he composes his 
ideas into text. 

Once the content of the document has 
bee completed, a word processor should, 
using the smallest possible number of 
functions, produce a beautiful, profes- 
sional final draft of the document. In 
this respect, I think that Word Writer 
falls apart and Regent Word II per- 
forms excellently. 

Frank Cohen 

President 

Regent Software 

7131 Owensmoulh, Ste. 45A 

Canoga Park, CA 91303 



Dollars, Yes, 

But How Much Sense? 

Dear Fditor: 

You seem to be easily pleased. Just 
because Dollars and Sense has some 
interesting features, in your Spring is- 
sue you find it "a sensible choice. Never 
mind that it doesn't work right. 

You noticed that printing a report on 
a 520ST was considerably less than suc- 
cessful. I have a 520ST with a 1Mb 
memory upgrade, and printing is simply 
impossible. 

The program supports only one print- 
er, the Epson FX80 (at least that's what 
Monogram told me). I have an "Epson- 
compatible" and am unable to print 
anything. Monogram promised to send 
me a new printer driver in February. I 
am still waiting. 

Advertising for the package shows 
full color graphs. However, the Atari 
version does not produce color graphs. 

The little cherry bombs appear fre- 
quently. 



All in all. why would anyone want a 
financial software package that doesn't 
print or produce color graphs. This pro- 
gram may have been very successful on 
the PC, but it does not work on the 
Atari. For Monogram to continue sell- 
ing it is one thing, for you to recommend 
it is astonishing. 

Kurt Beck 

3005 Calle Arco 

San Clemente. CA 92672 



Dear Editor: 

After reading your review of Dollars 
and Sense. I considered buying the pro- 
gram for some small business applica- 
tions. But because you mentioned prob- 
lems with the print routines, I decided to 
call Monogram and find out when a new 
version without printing problems 
would be available. They told me they 
were not supporting this program for 
the 520ST. 

I think mentioning this non-support 
to your readers would be a good idea. 
I'm also surprised that a company can 
produce a piece of software that does 
not work properly then decide to aban- 
don support while that product is still 
being sold. 

Do we have any recourse, or is it just a 
case of "tough luck buddy?" 

Robert Amezaga 
Downey, CA 

We called Monogram and asked for 
their response to these letters and many 
others that expressed similar senti- 
ments. A spokeswoman said that a revi- 
sion was under development and prom- 
ised to send a complete description of 
the revision and instructions for current 
owners of Dollars and Sense. As we go 
to press two months later, we are still 
waiting for that response. 



Guidelines For Authors 

Dear Editor: 

I would like to have more information 
about submitting articles and programs 
to you for possible publication. 

Gabriel Pagan 

Box 193 

Lajas, PR 00667 

One of the things our small staff 
has not had time to prepare is a formal 
set of guidelines for would-be authors. 
So we'll take a bit of space here to 
discuss some of the mechanics of arti- 



cle submission. 

• Read the magazine and try to make 
the style of your article conform to the 
style of similar articles that have been 
published. For example, if you are re- 
viewing a game, include the "report 
card" ratings, summary, price, and 
manufacturer information as they ap- 
pear in every issue. 

• Double-space the hardcopy of your 
text. 

•Submit the article on disk in 1st 
Word format if at all possible. All pro- 
grams should be submitted in machine- 
readable form. 

• Include photographs, charts, and 
diagrams to illustrate your article. 

• Use standard English. If you can't 
tell a preposition from a pronoun, find 
someone who can and ask him to edit 
your article. 

• Don't submit the same article to 
more than one magazine at a lime. 
Most publications, including Explorer, 
automatically reject simultaneous 
submissions. 



ST International 

Dear Editor: 

About two years ago, the ST Club 
Eindhoven was formed out of the Atari 
Club Eindhoven. The main aims of that 
club were to stimulate the use of Atari 
ST computers in all possible fields in all 
possible ways. 

We believe that computer users can 
benefit from swapping know-how and 
public domain software if possible, all 
over the world. Whereas it is very possi- 
ble that we know things that you would 
like to know, you will most certainly 
know things that we would like to know. 

Let's build a world-wide network (by 
mail) of users to disseminate informa- 
tion about the Atari ST. 

If your readers arc interested in 
working together with the ST Club 
Eindhoven, they should write to: 

ST Club Eindhoven 

P.O. Box 1424 

5602 BK Eindhoven 

The Netherlands 



No Such Number 

A lady in Bowie. M D, called to tell us 
that the number given in the Telctalk 
list of BBSs published in the Summer 
1987 issue for a BBS called The Penta- 
gon had recently been assigned to her. 
Since she doesn't even have a computer, 
she asks that you delete The Pentagon 
from that list. 
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■fc Top of the line components ! 

* Superior design ! 

A Extreme care in assembly ! 

rt Scrupulous testing ! 



* 20.8 megabyte hard-drive (formatted) ! 

* Double sided 35" floppy drive ! 

* Internal power supply ! 

* All in one neat, strong, housing ! 

!LS?§ AM (?TO«§... 

•k 36" hard drive cable lets you place unit 

conveniently, not on top of your keyboard ! 
•k A single AC powercord replaces power supply 

and two powercords ! 
•k Lighted front switch lets you turn unit on 

without a lot of gymnastics ! 
•k Lighted busy lights tell you when your hard 

drive and floppy drive are working ! 

* Our small footprint (5 |/4"W, 4 1/4"H, ITU 
saves space on your crowded desk ! 

We have taken extreme steps to insure the quality 
of these units. Therefore we feel confident enough 
to offer a ONE YEAR LIMITED WARRANTY covering 
defects in both parts and labor. This is four times 
as long as usually given in the industry! 



gcts irw 



Until you have experienced the fun and convenience 
of using a hard disk, you have missed a lot of the 
fun you expected from your computer. Faster access 
to programs and data make for more fun and less 
waiting ! 




ILBfS TM PBESSSSg 

We supply complete formatting and partitioning 
software. (So does everyone else.) We also supply 
BRS,a unique backup and restore program that 
will back up your valuable files to floppies. This is 
a $59.95 value. And when you return your registration 
card to us we will send you a free "Mousterpiece" 
mouse pad ! 



KJ3TO fU WHBUOT BR « EBBGS 038 
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ASTRA SYSTC-MS, INC. 



2500 S. Fairview, Unit L 
Santa Ana, CA 92704 
(714) 549-2141 



Question 
Mark 



By MARK JANSEN 



Q: I have a program on a DOS 2 
formatted disk. The instruc- 
tions tell me to make a backup 
copy using my System Master disk. I 
have DOS 3, which doesn't seem to be 
able to copy it. What should I do? 

A: Send your DOS 3 disk to Atari 
for exchange with DOS 2.5. 
DOS 2.5 is compatible with 
DOS 2.0, so there should be no problem 
in copying a DOS 2 based program. 

Send your DOS 3 disk, along with a 
note indicating that you want DOS 2.5. 
to Atari Customer Relations. Attn: 
DOS 2.5, P.O. Box 61657, Sunnyvale. 
CA 94088. 

You will receive DOS 2.5 and a mini- 
manual. If you want a more detailed 
manual, you can send an additional 
$10.00 plus $2.50 for shipping to the 
same address, along with a note indicat- 
ing that you also want the DOS 2.5 
Technical Manual. 

Q: When I call the Atari BBS, it 
wants me to enter a password. 
Why is this required, and how 
do I get one? 

A: The Atari BBS, like most tele- 
communications services, re- 
quires you to use a password to 
ensure that no other user can read mail 
sent privately to you and to prevent oth- 
ers from impersonating you on the sys- 
tem. 

Getting a password on the Atari BBS 
is easy. Call the BBS with your modem 
and telecommunications software. 
Shortly after you are connected, the sys- 
tem will ask for your name. Type it in. If 
this is your first time on that particular 
line, the computer won't find you as a 
registered user. Don't panic — it will 
also ask if you would like to be added. 



Answer with Y for Yes. and the BBS 
will proceed to ask you a few questions, 
including what password you want to 
use. 

Choose a password that won't be easy 
to guess. Don't, for example, use your 
first name or "Atari." Some people use 
a word with some numbers thrown in, or 
two unrelated words joined by punctua- 
tion, Once you have chosen a password, 
keep it to yourself. 

After that, you will be a registered 
Atari Base user, and next time, the BBS 
will "recognize" you! 

Q: I have a third party printer 
that I use with my Atari 8-bit 
computer and AtariWriter 
Plus. Where can I get printer drivers to 
make this combination work? 

A: With a good printer manual 
and some patience, you can cre- 
ate a printer driver yourself. Be- 
fore you do that, however, you should 
check around at local dealers and user 
groups for existing drivers. 



Table 1. 



Initialize 

Line feed and c/r 

Underline off 

Underline on 

Backspace 

Elongate off 

Elongate on 

Bold off 

Bold on 

Up y 2 line 

Down V 2 line 

Down \ line and c/r 

Return without linefeed 

Type font 1 

Type font 2 
Type font 3 
Type font 4 
Type font 5 
Type font 6 
Type font 7 
Type font 8 
Type font 9 
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Table I shows the codes to enter into 
the Atari Writer Plus printer driver edi- 
tor to create your own printerdrivers for 
three popular printers. 

The drivers available from Atari 
come from various sources — many 
from outside the company — so Atari 
cannot guarantee (heir performance. If 
you find a problem with a driver, add 
additional features to it, correct a bug 
you have found, or write a new driver, 
send it in. We will share it with other 
Atari users. 

Atari Customer Relations asks that 
you be sure to include all of the follow- 
ing information when you request a 
printer driver for your ST or 8-bit com- 
puter: make and model of printer (in- 
cluding any other printers with which it 
is compatible), name of Atari program 
being used, and model of Atari comput- 
er. Without this information, it is very 
difficult to send the appropriate driver. 



Send your questions to Question 
Mark. Atari Explorer. 7 Hilltop Road. 
Mendham, NJ 07945. ■ 



Star SG-10 



Blank 

155 

27 45 

27 45 1 

8 

27 87 

27 87 1 

27 70 

27 69 

Blank 

Blank 

Blank 

155 

Pica 
27 66 1 

Condensed 
27 66 3 
Proportional 
112 112 1 
Italics 
27 52 
Elite 
27 66 2 
Emphasized 
27 69 

Double Strike 
27 71 
Expanded 
27 87 1 
NLQ 
27 66 4 



Panasonic 
KX-P1080 



Blank 

155 

27 45 

27 45 1 

8 

27 87 

27 87 1 

27 70 

27 69 

Blank 

Blank 

Blank 

155 

Pica 
27 80 

Elite 
27 77 

Condensed on 
15 

Condensed off 
18 

Italics on 
27 52 
Italics off 
27 53 

Superscript on 
27 83 
Subscript on 
27 83 1 

Super & sub off 
27 84 



Epson RX-80 



Blank 

155 

27 45 

27 45 1 

8 

20 

14 

27 70 

27 69 

Blank 

Blank 

Blank 

155 

Return to normal 
18 27 84 27 80 
27 72 27 53 
Condensed 
15 

Blank 

Superscript 
27 83 1 
Subscript 

Elite 
27 77 

Double strike 
27 71 
Italics 
27 52 

Blank 



What Next? 

After the new wears off, many personal computers wind up 
gathering dust in a closet. Don't let your Atari be one of them. 



Why did you originally buy an Atari comput- 
er? To do word processing -7 To compose 
music? To manage your business 9 To play 
games? Chances are. whatever your initial 
reason for buying an Atari, you've discovered 
that it has many additional capabilities and 
potential applications. 

The flip side of the coin is that you've 
probably experienced some frustration as 
well. Maybe your word processing package 
won't do subscripts or underlining. Perhaps 
your database won't sort on as many fields as 
you need. Or. it could be that when you write a 
program, your whole system acts user-hos- 
tile. 

Depending upon the balance between your 
satisfaction and your frustration, you may 
continue to use your computer or set it aside 
But there is a better way: Atari Explorer 
magazine. 

As the premier magazine for Atari comput- 
er owners, it is our responsibility to make sure 
that you get the most out of your computer. To 
us. that means making sure that your Atari 
does more than you bought it to do. more 
than friends and associates' computers do. 
and, indeed, more than you ever imagined 
that a computer could do, 

To make sure that you get the most out of 



your computer. Atari Explorer brings you ob- 
jective, in-depth reviews of hardware and 
software; up-to-date information about new 
products; practical tutorials; stimulating col- 
umns; thought-provoking articles; and valu- 
able inside information 

Hard-hitting Evaluations 

At Atari Explorer, we obtain new peripher- 
als and software packages as soon as they 
are released We put them through their 
paces m our on-site laboratory and also in the 
environment for which they are intended: 
home, office, lab, or school. 

Our evaluations are unbiased and accu- 
rate. We are not afraid to call a spade a spade 
or a lemon a lemon. Our first obligation is to 
you. our readers, and editorial excellence and 
integrity are our highest goals 

Practical and Stimulating 

We know that some of our readers are 
beginners and others are experts. Thus, it is 
our responsibility to make what we publish 
both comprehensible to newcomers and in- 
teresting to veterans. That does not neces- 
sarily mean that the material is simple; we 
know you like to be challenged What it does 
mean is that we provide the inexperienced 



user with every possible means to seize the 
subject matter and make it his own. 

However, we don't want the experts to be 
bored, so although articles are accessible to 
beginners, they are theoretically non-trivial, 
cover topics in depth, and present informa- 
tion on more than one level. 

At Atari Explorer, we are intensely inter- 
ested in all aspects of computing. Ours is the 
magazine of pragmatic applications, commu- 
nicative graphics, stunning animation, mind- 
expanding games, and realistic simulations 
We take our business seriously, but we have 
fun too. We are convinced that you will. too. 
when you go exploring with the Atari Explorer 
family 



A Great Deal! Guaranteed! 

To order your subscription to Atari Explor- 
er, send a check or money order for $14.95 
for six issues or $39.95 for 18 issues (25% 
saving over the newsstand price) to: Atari 
Explorer. 7 Hilltop Road, Mendham. NJ 
07945. If you prefer, you may charge your 
subscription to your Visa or MasterCard We 
guarantee your complete satisfaction or we 
will refund the unfulfilled portion of your sub- 
scription. 



Atari Explorer 
7 Hilltop Road 
Mendham, NJ 07945 

Yes, enter my subscription to Atari Explorer. 

□ 6 issues. $14.95* 

□ 18 issues, $39.95* 



' Canadian subscribers, add $5.00 per 6 is- 
sues; overseas subscribers, add $ 10 00 per 6 
issues. Checks must be in U.S. funds and 
drawn on a U.S. bank 



Name 



Company 
Address _ 



City 



.State 



-Zip 



□ Payment enclosed 



□ MasterCard 



□ Visa 



Credit card number 

Expiration date 

Signature 



□ NEW PRODUCTS 



ST Image Scanner 

Navaronc Industries has announced 
an image scanning package for the 
Atari ST that combines a Canon IX- 1 2 
image scanner with a high speed car- 
tridge port interface, cables, and soft- 
ware. 

ST Scan provides image scanning at 
75. 150. 200. and 300 dots per inch at 



speeds up to 1 2 seconds per page, and 
hardware dithering produces 32 grey 
levels. 

The product supports several file for- 
mats, including Postscript, and is com- 
patible with many existing desktop pub- 
lishing and graphics program, including 
Publishing Partner, Easy Draw, and 
Degas Elite. The entire packages sells 
$1239.95. 

Navaronc Industries, 1043 Stierlin 
Rd., Suite 201. Mountain View. CA 
94040.(415)964-2660. 



Inexpensive Printer from Seikosha 

Seikosha America has announced the 
SP-I80AI dot matrix printer designed 
specifically for the novice computer 
user. 

The IBM PC-compatible printer fea- 
tures speeds of 100 cps in draft mode 
and 20 cps in NLQ mode, 129 charac- 



ters and 68 graphic elements, tractor 
and friction feed, a variety of character 
attributes, and built-in margin and line 
space designations. Suggested retail 
price is $249. 

Seikosha America. Ill I Macarthur 
Blvd.. Mahwah, NJ 07430, (201) 529- 
4655. 



The latest hardware and 
software announcements for 

Atari 8-bit 

and ST computers 

New 
Products 




SYSTEMS SOFTWARE 



Logical Design Works announces re- 
vision 2.0 of the LDW Basic Compiler 
for the Atari ST. Enhancements include 
more than 50 new basic statements to 
access GEM, the ability to edit, com- 
pile, and execute Basic programs with- 
out leaving LDW Basic, increased 
speed, static and dynamic arrays, and 
multi-line functions and procedures 
with parameters and local variables. 
Suggested retail price is $89.95; up- 
grades to previous versions are available 
for $25. 

Logical Design Works. 780 Monta- 
gue Expv., #403, San Jose, C A 95 1 3 1 . 
(408)435-1445. 



C 



PRODUCTIVITY SOFTWARE 



Kuma Software announces K-Rogei. 
a GEM-bascd thesaurus program for 
the ST, which features more than 
I 50.000 words and phrases. Because the 
program operates as a desk accessory, it 
can be accessed from any word proces- 
sor. It also traps phonetic misspellings, 
offering correctly spelled alternatives. 
£49.95. 

Also available from Kuma is an inter- 
active database called K-Data, which 
enables ST users to merge, classify, and 
sort data. From two to four data files 
can be open simutaneously.and a report 
generator allows data to be printed out 
in user-defined formats, including la- 
bels. Mean/max summations, subhead- 
ings, headers and footers, and embed- 
ded text can also be included in report 
formats. 

Kuma Software, Unit 12. Horseshoe 
Park. Pangbourne, Berkshire. FG8 
7JW. England. 44-7357-4335. 
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D NEW PRODUCTS 




24-Pin Printer for Offices 

Okidata announces the Microlinc 
393, a 24-pin printer that offers four 
print speeds- a 450 cps high speed 
draft mode, a 1 80 cps N LQ mode, a 1 20 
cps letter quality mode, and a 360 cps 
utility mode. 

The Microlinc 393 prints on paper 
ranging in width from a 3" label toa 16" 
continuous form. Paper can be fed from 



the bottom, rear, or top. 

Standard on the printer are Centron- 
ics parallel and RS-232 serial inter- 
faces, and in addition to its resident let- 
ter quality fonts, optional font 
cartridges are available. Bit image 
graphics can be printed ;it resolutions 
up to 360 X 360 dots per inch. 

The suggested retail price of the 
black prim only model is $1399. The 
color version lists at a suggested $1499. 

Okidata, 532 Fellowship Rd.. Mt. 
Laurel. N.I 0X054. (609) 235-2600. 




Epson Printer Buffer 

Image Technology offers a print 
buffer that mounts inside an Epson 
printer, allowing the user to transfer 
data to the printer and get back to work 
on the computer. 

A 256K buffer sells for $133: 5I2K, 
for $157. 

Image Technology. 8150 S. Akron 
St.. Suite 405. Englcwood. CO 801 12. 
(303) 799-6433. 



Monitor Switcher 

Monitor Master from Practical Solu- 
tions eliminates the need to switch ca- 
bles from one monitor to another moni- 
tor or VCR. A composite jack allows 
use of a composite monitor or VCR 
(both require an ST with RF modula- 
tor) along with an RGB and/or mono- 
chrome monitor. Also included is an 
audio jack. Retail price is $49.99. 

Practical Solutions. 1930 East Grant 
Rd., Tucson. AZ 85719. (602) 884- 
9612.# 





MousePouch for Storage 

The MousePouch vinyl suede pocket 
attaches to the side of a monitor or other 
convenient surface with Velcro. provid- 
ing a place to store a mouse, pens, pen- 
cils, or up to eight 3 'A" disks. 

The pouch, which measures 3 'A" X 
3 1 /:" X I '/A is available in either Atari 
grey with silver trim or natural tan with 
gold trim and sells for $5.59. 

H&H Enterprises. Box 2672, Coro- 
na. CA 91718. (714) 737-1376. 
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□ NEW PRODUCTS 



ENTERTAINMENT SOFTWARE 



Artworx has released Cycle Knight, a 
program for Alari 8-bit computers that 
combines animation and action with 
strategy, fantasy, and adventure. The 
game features more than 2000 castle 
chambers, five skill levels, one- to four- 
player operation, and the ability to gen- 
erate new castles. $19.95. 

Artworx Software Company, 1844 
Pcnfield Rd., Penfield, NY 14526, 
(716)385-6120,(800)828-6573. 




Borodino; 1812 is a detailed recrea- 
tion of thai famous battle between Na- 
poleon's Grande Armee and the Rus- 
sian Army. The 8-bit game from 
Krentek Software features eight histori- 
cal and what-if scenarios, joystick con- 
trol, variable speed, three levels of play, 
optional use of fatigue and morale, and 
the ability to save games. $59.95. 

Krentek Software. 5401 N. 1 0th. 
Suite 214, McAllen, TX 78504, (512) 
682-9598. 

Accolade has released Test Drive, a 
driving simulation for the Atari ST that 
allows players to test drive a Ferrari 
Tcstarosa, Lamborghini Countach, Lo- 
tus Espirit Turbo, and several other 
sports cars. The object of the game is to 




drive different sections of highway 
within a certain time limit. $44.95. 

Accolade. 20813 Stevens Creek 
Blvd., Cupertino. CA 9501 4. (408) 446- 
5757. 

Firebird has announced Universal 
Military Simulator for the Atari ST. 
The program allows the player to set up 
his own battle scenarios in terms of lo- 
cale, geographical features, arma- 
ments, troops, opposition, and other 
variables. $44.95. 

Firebird Licensees, P.O. Box 49, 
Ramsey, NJ 07446. (201 ) 934-7373. 




Sublogic announces Scenery Disk 
jil I for Atari ST computers. The disk. 



which must be used with Flight Simu- 
lator II, covers the central Great Lakes 
area of the US, including Detroit, Pitts- 
burgh, and Niagara Falls. $24.95. 

Sublogic Corporation, 713 Edge- 
brook Dr., Champaign, 1L 61 820, (21 7) 
359-8482, (800) 637-4983. 

PBI Software announces an Atari ST 
version of Strategic Conquest, a war 
strategy and tactics game in which the 
player, as commander-in-chief of an 
army. navy, and air force, must explore 
and conquer a vast unknown world. 
$39.95. 

PBI Software, 1 163 Triton Dr., Fos- 
ter City. CA. 94404, (415) 349-8765. 



Nord and Bert 
CoukintNAaUe 
Heador^lofU 
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Electronics Arts has announced Ma- 
vis Beacon Teaches Typing, an ad- 
vanced typing tutor for both 8-bit and 
ST Ataris. The program boasts a de- 
tailed keyboard with animated hands 
that type along with the student and 
allows teachers to create individual les- 
sons based on specific student problems 
and progress. The 8-bit program sells 
for $39.95. and the ST version for 
$44.95. 

Electronic Arts, 2755 Campus Dr., 
San Mateo, CA 94403. (800) 448-8822. 



EDUCATIONAL SOFTWARE 



Hi Tech Expressions has released 

three pre-school programs developed by 
Children's Television Workshop for 
Atari XL/XE computers. Astro-Gro- 
cer is a numbers game, using counting, 
adding, and subracting skills: Ernie's 
Magic Shapes is a shape and color 
matching game; and Big Bird's Special 
Delivery is a matching game using ob- 
ject recognition and classification skills. 
All are priced at $9.95. 

Hi Tech Expressions, 1700 NW 65th 
Ave., Suite 9, Plantation, FL 33313, 
(305) 584-6386, (800) 848-9273. 




Bert and Nord Couldn't Make Head 
or Tail of It is a new ST game from 
Infocom. The program features eight 
short stories, each of which presents a 
series of word-play puzzles for the play- 
er to solve. $39.95. 

Infocom, 125 CambridgePark Dr.. 
Cambridge. MA 02140. (617) 492- 
6000. 
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U NEW PRODUCTS 



GRAPHICS AND DESKTOP PUBLISHING SOFTWARE 



SOUND SOFTWAR 



Migraph has released M/CADD, a 
professional engineering graphics de- 
sign system for the Atari ST. The pro- 
gram provides the user with the capabil- 
ity todo 3D wire frame modeling as well 
as 2D drafting. The two independent 
packages, JIL-Comp ($299.95) and 
JIL-Mod, that form the M/CADD sys- 
tem are linked through an associative 
database, which allows the user to make 
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changes in the 3D modeler and have 
them reflected in the 2D drafting sec- 
tion. 

Migraph, 720 S. 333 St., Suite 201. 
Federal Way, WA 98003, (206) 838- 
4677. 

A collection of new fonts and borders 
for Printmaster Plus has been an- 
nounced by Unison World. Fonts and 
Borders for the Atari ST offers users 
access to 20 type fonts, ranging in size 
from 12-point to 60-point, and 20 bor- 
ders, several for specific holidays and 
special occasions. The program sells 
for $34.95. 

Unison World, 2150 Shattuck Ave., 
'Suite 902, Berkeley, CA 94704. (415) 
848-6666. 

Font Partner from Interactive Micro- 
Systems is a full-featured font creation 
program for use with Publishing Part- 
ner. It works with both color and mono- 
chrome monitors and sells for $24.95. 

Interactive MicroSvstcms, P.O. Box 
1188, Canyon Country, CA 91351, 
805) 298-7357. 








Synchro-Systems introduces DX- 
Mate, an integrated computer-aided 
voicing system for the Atari ST. The 
system, which includes a voice editor, 
voice generator, sequencer, and voice 
and bank librarian, facilitates program- 
ming of digital FM synthesizers by dis- 
playing all parameters of voice on the 
high-resolution monochrome Atari 
screen at one time. It works with Ya- 
maha DX21, DX27. and DX100 syn- 
thesizers and sells for $99. 

Synchro-Systems, P.O. Box 3093, 
Saskatoon, Sask., S7K 3S9, Canada. 



ATARI ST* 



Educational Software 

(Ages 2 to B+l 

"DISCOVER YOUR STs 
EDUCATIONAL POWER" 

WITH 
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A Gem * based program that uses delightful graphics to introduce 
children to letters and words. Designed to be FUN and game-like. 
"ST ALPHA-BYTES" will be a valuable addition to vour software 
collection 

Buddy' 




Features: 

• Sequential) random alphabet 
reviewquirmg 

• Variable difficulty 

• Saves and prints score sheets 

• Shows upper and 
lower case letters 



Supports color and 
black white systems 

Buddy™ the Worm Alphabet 
Coloring Poster and colorful, 
fun children s stickers 
Over 80 different graphics 
Available Now 



• Audibly visually active • Unprotected 

ORDER NOW - ONLY $29- 95 

Add $3 00 for postage & handling Calif residents add 6 5% sales tax 1ST 951 
SEND CHECK OR MONEY ORDER TO 

MISS™ SOFTS'" 

P.O. Box 3916 

Seal Beach. CA 90740 Phone (2131 439-6281 

DEALER INQUIRIES WELCOME 

•ATARI ST ST ore trademarks of Atari Corp 
"Gem is a Irademark of Digital Research. Inc 




TYPINGTU10R 
'Si WORD INVADERS 

^^ ^ Two great programs in one package 

r]S^ , * TYPING TUTOR makes 
** My**. , M learning the keyboard 
easy! Starts with the 
"home keys" and auto- 
matically advances to 
new keys in gradual steps 
as your skills develop. 
WORD INVADERS puts real excitement into 
touch typing practice while reinforcing proper 
typing technique. 

REVIEWERS SAY: 

"The best typing tutor we have seen yet . . . ••••+" 

INFO 

"This is a fine program and I recommend it without 
reservation'' ST LOG 

"The best touch typing programs that I have seen" 

ST Applications 

ATARI ST dual version (color & mono) $34.95 

ATARI 400, 800, all XLs/XEs $24.95 




Available from your local dealer or direct from Academy Software 

ACADETilV - 

SOFTI/K4RE - 

P.O. Box 6277 San Rafael, CA 94903 (415) 499-0850 



Shipping and handling Si 00 per 
order CA residents add 6% lax 
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Our edHor-on-the-scene talks to Atari's John Skruch 



i 




By MARK JANSEN 



John Skruch began his relationship 
with Atari computers in 1982 
when he bought his first computer, 
an Atari 400, for S247. Today, he is in 
charge of Atari software testing world- 
wide and software operations in the 
U.S. 

His most recent project was the over- 
sight of the creation of Atari's XE 
Game System, a 65XE-based video 
game/computer system that runs all 
XE software and expands the user base 
of Atari 8-bit computers. We stopped 
by his office recently to get his views on 
the new machine and its effect on the 
future of the other 8-bit systems, a topic- 
thai our readers tell us is of great impor- 
tance to them. 

Atari Exlorer: Where do the Atari 8-bit 
computers fit into the current computer 
marketplace as you see it. John? 
John Skruch: In the United States, wc 
tend to have a "horsepower" mental- 
ity — my dog's bigger than your dog, etc. 
More RAM and a faster clock speed arc 
perceived as necessities. In reality, I 
know of very few people here in the U.S. 
who have fully utilized the capabilities 
ofan800XL. 

People are naturally intrigued by the 
latest, newest thing; they succumb to 



the "technology blahs." Eight-bit com- 
puters have been around for a while and 
are not considered new or intriguing, so 
they look for something newer. 

The way I think they should look at 
them is like appliances. When consid- 
ered as an appliance, like a toaster or a 
microwave oven, a 6502-based machine 
is plenty powerful for the things Joe 
Average wants to do at home. 

Witness the continuing sales of Apple 
lis. Commodore 64s. and Atari 8-bil 
computers. Many people realize that 8- 
bit computers are all they really need. 

When they decide to buy a computer, 
most people begin by asking "which 
computer should I buy?" when they 
should be asking "what do I really 
need?" 

The XE system is inexpensive. In 
fact, it's the only computer system from 
a major manufacturer available for un- 
der $100. Software for the XE isn't 
point-and-click like on the ST, but it is 
still ready to do the job. 

A great many excellent games, edu- 
cational programs, and productivity 
packages are currently available for the 
XE, so the essence of the computer pur- 
chase decision remains "what arc you 
going to do with it?" If you want a 



computer that the kids can play with 
and that will also allow you to do word 
processing, the XE is an admirable 
choice. 

8-Bit Computers Compared 

4E: What makes the XE better than 
other 8-bil computers like the Apple II 
or Commodore 64? 

JS: The Apple II lacks the custom 
graphics and sound chips the XE has. so 
the best sounds it can manage are some- 
what primitive squeaks and burps, and 
it can't easily put more than four colors 
on the screen. In terms of clock speed, 
the XE is almost twice as fast as the 
Apple II. 

People arc always talking about the 
cards you can plug into an Apple II, but 
they forget that there are plenty of neat 
things you can plug into an XE. There is 
also an incredible price difference be- 
tween the XE and the Apple. 

The Atari XE/Commodore 64 com- 
parison, isn't quite as "night and day." 
The 64's disk drive is notoriously slow 
compared to the drive on the XE, and 
the XE is much less expensive. I think 
the XE is a much better value, costing 
about half what a 64 does. 

AE: What are the most exciting new 
developments you see comina about for 
the XE? 

JS: I think the replacement for the 1 050 
drive, the XF55I, is very significant. It 
gives the XE a true double-density 
drive, which is something that has not 
even been attempted by Atari since Old 
Atari talked about the 8 1 5 drive back in 
about 1979. 

The 80-column card, the XEP80. and 
a direct-connect 1 200 baud modem, the 
SX2I2. arc both significant pieces of 
hardware from Atari that haven't exist- 
ed up to this point. We're bringing all 
three of these things about in 1 987. 

AE: How does the SX2 1 2 work with the 

8-bit machines? 

JS: You have a choice. You can plug it 
into an 850 interface module and use it 
as a standard Hayes-compatible mo- 
dem, along with standard telecommuni- 
cations software like 850 Express. Or, if 
you don't have an 850, you talk to it 
through a handler, which is similar in 
implementation to the T: handler used 
with the XM 30 1. The software talks to 
the handler, and the handler talks to the 
modem. We have tried to set up the R: 
handler in such a way that you can load 
it. then load a program on top of it, and 
the software won't know the difference 
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between it and talking to an 850. 

We have also worked on a version of 
Express with Keith l.cdbctter that will 
eliminate the steps of appending the 
handler to your telecommunications 
program, so that you can just plug it in 
and go. On the same disk, we have re- 
peated what we did with the XM30I, 
publishing the specifications of the han- 
dler to get that information into the 
hands of as many users as possible. 

We want people to develop software 
specifically for the SX212. although it 
isn't as important here, since existing 
Hayes-compatible programs will work 
with the SX2I2. While we want the 
modem to be open-ended for those who 
want to write programs for it, we are 
also trying to appeal to people who have 
X M 30 1 s and want to upgrade to a 1 200 
baud modem. That's why we've made 
the "plug in and go" software package. 
We chose "Express" because it was the 
most popular telecommunications pro- 
gram in the 8-bit world, and we figured 
there must be a reason for its populari- 
ty- 

AE: At one time there were rumors of a 
V/i" disk drive for the 8-bit line. Did 
that become the XF55I? 
JS: The 3 1 /:" disk drive we were working 
on made sense as long as we were going 
to have a 5'//' drive as well. It soon 
became apparent to us, however, that 
what the 8-bit world really needed was a 
better 5%* disk drive. 

This 5 V 4 " drive has the same capacity 
that the 3'/ 3 " drive would have had. 
With the 5'/ 4 " drive, you won't have 
people buying XEs and 3 1 /?" drives and 
then complaining because no software 
is available in that format. 

A 3 '/:" drive is certainly do-able, and 
we may, in fact, do one somewhere 
down the line, but to us the immediate 
key was to replace the 1050 with some- 
thing belter. The XF551 is a drive that 
looks similar to an XE. runs twice as 
fast as the 1050. and stores three times 
as much. 

Money in the 8-Bit Market 

AE: What opportunities do you see for 
companies to make money in the 8-bit 
market? 

JS: There are many new opportunities 
with the new hardware we have intro- 
duced. With ADOS and the XF551. 
someone could do a terrific database, 
because ADOS allows true random ac- 
cess files. An advanced word processor 
could make use of the 80-column card. 
I also think it's important for compa- 



nies to recognize that there is a very 
large installed base of Atari computers. 
The companies that do realize this are 
sitting back and laughing, because their 
products arc generally doing well. In 
fact. Prim Shop for the Atari 8-bits is 
one of Broderbund's better sellers. 

AE: Another company that comes 
quickly to mind is ICD, which seems to 
be doing well supplying unique products 
for the 8-bit. What is your view of 
them? 

JS: I think ICD is being smart, and we 
have worked closely with them. We 
would say. "Look, here's an opportunity 
for you," or they would come to us and 
say. "We're thinking of doing some- 
thing like this ..." If they had told us a 
year ago, for example, that they were 
planning a 1 200 baud modem for the 8- 
bits, we would have told them to think 
again. 

They are very good at finding niche 
markets undeveloped opportunities — 
and that's the name of the game for 
marketing in the U.S. If more third par- 
ty companies would realize that, instead 
of looking for the most obvious path, we 
would sec a lot more new products for 
thcXE. 

AE: While we're on the subject, how 



questions are very straightforward or he 
simply has no questions. If he is trying 
to do something odd, we'll certainly 
support him as much as possible. 

In general, the questions that we get 
are from people who are just starting to 
develop for the XE. Fortunately, there 
is lots of good material explaining the 
XE and how it works. It is just not gath- 
ered together in one central volume. 

The XE Game System 

AE: Let's talk about your latest project, 
the XE Game System. How did it come 
about'.' 

JS: The interesting thing is that there 
arc still many people who arc cyber pho- 
bic — who don't think they want to deal 
with computers at any level. We went to 
the major retailers in the U.S. with a 
65XE in one hand and an XE Game 
System in the other and said. "Here, 
we'll give you a low-priced computer or 
a high-priced videogame. Which would 
rather have?" They said. "We'll take 
hundreds of thousands of the high- 
priced video game." We said. "Okay!" 
and proceeded to build the XE Game 
System. 

From a personal viewpoint. I look at 
it as a sneaky way to get computers into 
as many households as possible, because 
even people who think computers are 
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does Atari support companies that are 
developing for the 8-bit computers? 
JS: We support third party developers 
for the 8-bit as much as possible, but it's 
less visible than our support for the ST. 
XE developers have already gone 
through the initial learning curve from 
which ST developers have more recent- 
ly emerged. 

Phones aren't ringing off the hook for 
ST developers like they once were when 
everyone was running around trying to 
figure out this new machine. Now they 
have found their way around the ma- 
chine, and it's usually only the odd ques- 
tion that comes up. 

The Atari 8-bit series has been 
around since the late seventies, so when 
I'm working with a developer of 8-bit 
products, I usually find that either his 



scary should have them. The computer 
slides in the door in the guise of a game 
machine and the whole family gets fa- 
miliar with it. Then suddenly someone 
realizes that there is a built-in Basic or 
that he can easily add a word processor 
cartridge, disk drive, and printer, and 
we've got him. The computer is already 
in the home, which is the hard part. 

AE: Do you think people are afraid of 
the keyboard? 

JS: Not when it's a game playing key- 
board. It doesn't matter if a keyboard is 
attached or not. they don't want to deal 
with something they think is a comput- 
er. 

It's interesting to note that when the 
2600 was introduced, it was considered 
the very first Video Computer System. 
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That was ten years ago, and that intro- 
duced a lot of kids to the concept of 
interacting with an electronic device. 
Look at the world today: computers arc 
literally everywhere: kids are much 
more accepting of high-tech, and their 
parents are accepting it too. 

Well, ten years ago a 2600 cost $ 1 50. 
Today, there's a whole new generation 
of consumers, and they can buy an XE 
Game System a sophisticated com- 
puter — for that same $1 50. We're look- 




"We are bringing OUt lOtS of new games for the XE 
Game System, and we are bringing back some of the classic 
games that people know and love. 



ing forward to seeing what happens to 
this generation that is being introduced 
to the wonderful world of microprocess- 
ing via an XE Game System as opposed 
to a 2600. We think that's going to have 
quite an impact ten years from now. 

AE: It seems that with XE computers on 
the one hand and the XE Game System 
on the other. Atari is going to have a 
huge installed base of users, all hungry 
for new software and other products. Do 
you think that will have an impact on 
development in the next few years? 
JS: It's all a numbers game. When you 
combine the number of 8-bit computers 
already out there with the kind of num- 
bers we're looking at for the XE Game 
System, you see a force that will be very 
difficult to ignore. 

When the 400/800 first came out. 
most of the early development focused 
on games, followed by productivity and 
educational software. I believe that will 
also be the case with the XE Game 
System. 

We are bringing out lots of new 
games for it, and we arc bringing back 
some of the classic games that many 
people know and love, because there is a 
whole new generation out there that 
hasn't had the opportunity to play them. 
We think these new users deserve the 
opportunity to enjoy our old favorites, 
and we think the games themselves de- 
serve to be re-introduced. 

AE: Many of the older titles are being 
re-introduced on cartridge, correct? 
JS: Absolutely. The size of cartridge 
programs is no longer limited to 16K. 



now that we can make cartridges with 
up to a 256K of ROM. Look at Flight 
Simulator //, which we are packing 
with the Game System. It contains all 
the scenery— everything that is in the 
two-disk product that a computer owner 
buys — in a single ROM cartridge. 

AE: I understand the XE is selling ex- 
tremely well in countries where people 
are just now discovering computers. Is 
this true? 

JS: Absolutely. And, since there are 
trade bans on certain chips, the XE can 
go places that machines like the ST 
can't as yet. 

For instance, we have been selling 
huge numbers of XEs in Poland. They 
love the machine. It's in their school 



systems; it's almost the official comput- 
er of Poland. [ We're not surprised; we 
get more mail from Poland than any 
other country except the U.S. — Ed.]. 

People in Europe have less money to 
throw around than we do, so they shop 
carefully for the best value. It doesn't 
necessarily have to be the "latest 
thing." 

AE: What new software titles will we 
sec for the XE soon? 
JS: A number of older disk-based prod- 
ucts will be released on cartridge. Star 
Raiders II, Blue Max. BallBlazer, and 
Rescue on Fractal us are all examples of 
programs that are moving to cartridge. 
There will also be some titles that have 
never been available for the XE before, 
including BattleZone and Food Fight. 
Of course, productivity products are 
coming too Atari Writer 80, Silent 
But ler 80, SX Express, and ADOS. We 
are also looking at a lot of good things 
that arc being done for the machine in 
Europe. 

AE: What message would you like to 
pass along to Explorer readers? 
JS: Arc we doing nifty games? You bet. 
Is the XE Game System going to be 
successful? You bet. Is this going to 
mean new members for user groups 
when XE Game System owners want to 
learn about computing? You bet. 

When we get a bunch of these out 
there, people will be writing software 
that both XE Game System and Atari 
8-bit computer owners will be able to 
use. I think doing the XE Game System 
is an all-around good thing — especially 
in the U.S. ■ 
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Okay, hot shot , show the world 

you're a star! 

Turn your computer into a live performance 

instrument and multimodal studio with 
VIRTUOSO 8 Software™, the first and only. . . . 

Desk Top Performance Studio 



Graphics, music, animation, text, 
telecommunications. You'll have 
it all. Draw a song. Draw a 
shape. Change the music and you 
animate the graphics. Use up to 
1 1 geometric shapes; move them 
independently and synchronize 
them with your music. Animate 
your notes with instant control 
over the shift, key, volume and 
envelope patterns. 

Compose, edit, improvise and 
perform multi-voice music. 
Without being able to read a note. 

Maximize the full-color 
graphics 
capability 
of your 
computer with 
sophisticated 
control over 
motion paths, 



Available 

for Atari 800XL, 

65XE and 

130XE computers, 

and for 

Commodore 64 

and 128 

computers. 



scaling, rotation and 
speeds. Create your own 
environments with stationary 
backgrounds and filled shapes. 

Add text for scrolling captions, 
titles, credits, or lyrics. Combine 
and synchronize graphics, music, 
and text to create animated 
storyboards, concerts, and 
improvisations. Store and replay 
your work. 

Modemcast your performance. 
Telecommunicate everything to 
other VIRTUOSO users. Upload 
and download from CompuServe 
Atari 8-bit VIRTUOSO forum 
and many local BBSs. 

All for $49.95: the Virtuoso 
Software disk. User's Manual, 
complete contest information, 
and the Free Bonus: CompuServe 
INTRO-PAK that gives you 
instant access to CompuServe 
plus $15 towards your tab. 

Available where you buy 
software. You can also shop the 
CompuServe Electronic Mall™ Or 
order from us directly by check or 
credit card. (Add $3.00 for 
shipping and handling). 




"The professional tools of VIRTUOSO 
Software include over 20 editors to 
give you the creative power of a 
performing artist, studio engineer, 
or film/video director."— Jordan 
Rudes, keyboard/computer recording 
artist. Director of Music Systems, 
Virtusonics Corp. 



VIRTISOMCS 
CORPORATION 

123 Duke Ellington 

Boulevard 

New York. NY 10025 

(212) 316-6945 



$10,000 IN PRIZES 

Plus Royalties and Conceit Contract 
for Programmer of the Year Contest. 



Details inside package. 



VIRTUOSO* is a 

registered trademark oi 

VuluSOnics Corporation 

Patent Pending 



WHEN YOU'VE SOLD 
YOU MUST BE DOING 

No Brag, Just Fact! 

Over 1,800,000 programs sold to date- and each program includes: 

• Free Customer Technical Support (for all registered users) 

• A Money Back Guarantee (if you can find a better program, 
we'll buy it for you)** 

• A very liberal Upgrade & Exchange Policy (which means you 
never have to worry about obsolete software)** 




PARTNER ST 

Twelve instantly accessible, 
memory-resident desktop 
accessories. 

Accessories At Your 
Command: 

» Instant Thesaurus: 
Immediate access to over 
60,000 synonyms— while 
you use your word pro- 
s.r.p. $69.95 cessor, spreadsheet, or 

any other program. 

• Appointment Calendar and Datebook: Keeps 
track of important dates and deadlines. View entire 
month on screen— marked with your messages— or 
produce handy calendar printouts. 

Memo Pad and Mini-Word Processor 

- Phone List and Auto Dialer* 
Expense Account Manager 

Vital Statistics: Instant access to statistical data 
such as metric equivalents, mileage between cities, 
toll-free numbers, and area codes. 

- Time Keeper: Record how your time is spent for 
a particular day, week, month or year. 
Full-Function and Financial Calculators 

• Typewriter: Use your computer like a traditional 
typewriter. Perfect for typing envelopes. 

• SwiftDOS: Easy access to important DOS commands. 

PARTNER ST also includes: 

• "Escape!": A stress-relieving arcade game. 

• A Quick-Start Mini Manual: Designed to get you 
up and running in less than 40 minutes. 



WORD WRITER ST, 

DATA MANAGER ST AND 

SWIFTCALC ST INTERFACE 



PRODUCTIVITY SYSTEM 



The 

Timeworks Desktop 
PUBLISHER 



''jlMwrks Desktop 

PUBLISHER 




Where you once needed 
a typesetter, designer, 
and paste-up artist, you 
can do it all yourself 
with THE TIMEWORKS 
DESKTOP PUBLISHER. 
Includes everything 
you need to produce 
professional-quality 
printed documents on 
your ST computer! 

Features: 

• Automatic Page Style Formatting: Set up a page 
style only once. The computer follows it automatically, 
inserting rules, headers, and footers. 

• A Full-Featured Word Processor 

• A Wide Variety of Font Styles -in multiple sizes. 

• A Built-in Text Editor that allows you to write 
headlines, taglines, and captions to fit any space. 

f High Resolution Graphics: Imports illustrations 
and graphics from leading graphic programs. 
^] • Automatic Kerning: Opens 

or tightens word and letter spacing. 
• A Wide Selection of Built-in 
Patterns, Textures, and 
Shades 

• A Complete Set of Draw- 
ing Tools: Draw lines, boxes, 
circles, and polygons auto- 
matically—or, draw free hand. 

• Use THE TIMEWORKS 
DESKTOP PUBLISHER 
to produce: Newslet- 
ters, Brochures, Flyers, 
Forms, Reports, 
Bulletins, Menus, 
Certificates, Letterheads 
— the possibilities 
are endless! 




'A phone modem is required for this feature. 
"Details on every Timeworks package. 
tReg. Trademark of Atari Corp. c 1982 Timeworks, Inc. All Rights Reserved 



1,800,007 PROGRAMS, 
SOMETHING RIGHT. 



ST 




ST 




S.R.P. $79.95 



WORD WRITER ST has more 
features, more power, and 
is easier-to-use than any 
other ST word processor! 

Features: 

• A Continuous, 90,000- 
Word Spell Checker 

that automatically identi- 
fies misspelled words as 
you type your document. 

• An Integrated Thesaurus with over 60,000 
synonyms and alternatives. 

• On-Screen Underlining , italics and Boldface, 
Lightface, Subscript and Superscript are displayed 
on your screen— as you write. 

• An Outline Processor that quickly organizes 
notes, facts, and ideas in convenient outline format. 

• Form Letter Printout (Mail Merge): Prints 
multiple copies of the same document while auto- 
matically inserting personalized information into the 
body of each document. 

• A Personal Dictionary: Allows you to add thou- 
sands of your own words (e.g. proper names or tech- 
nical terms) to WORD WRITER STs built-in dictionary. 



SwiftCalc 
ST 




S.R.P. S79.95 



SwiflCalc ST 

A powerful, easy-to-use 
spreadsheet designed for 
home and business use. 

Features: 

• Super Graphics: 

Graphically displays and 
prints out business infor- 
mation using pie charts, 
bar charts, line plots, point 
plots, hi-lo-close stock 
price plots, and more. 

• Sideways: Lets you print all columns on one contin- 
uous sheet . . . sideways. 

• 8192 Rows and 256 Columns Provide Up To 
2,097,152 Cells (locations) in which to place 
information. 

• Windows: Allow you to work on two sections of 
your spreadsheet simultaneously. 

• Help Screens: Allows you to use the program- 
without referring to your manual. 

• Formatting: Choice of formats-decimal (up to 15 
places); graphics; exponential notation; $ sign and 
commas. Plus, eight user-defined formats. 



The Critic's Choice 

recommended" 9 Users Highly 

"A real breakthrough of affords *™!™* 

'ence in the ST ma?k e r aff ° rdab,e «>"er and conven- 

Antic 



"First rate." 



STart 



Data Manager 

ST 



Atari Explorer 



Data Manager 
ST 

A complete general infor- 
mation Storage and Retrieval 
System with report writing, 
business graphics, and label 
making capabilities. 

Features: 
Flexibility that allows 
you to modify your data 
base structure by chang- 
ing the size or position of 
fields of information— at 
any time. 
A Complete Report Writer that generates custom- 
ized data reports. You specify the title, location, and 
sequence of each column. 

An Extensive Business Graphics Package with 
pie charts, bar charts, line plots, point plots, hi-lo- 
close stock price plots, and more. 
Label Maker: Prints your name and address file 
onto standard mailing labels, and transfers and 
prints text information onto labels and tags. 

These popular Atari 520/1040 ST : programs are 

available at your favorite dealer, or contact 

Timeworks today. 

To Order Call: 1-312-948-9202 

For Update Information Call: 1-312-948-9206 




S.R.P. $79.95 




MORE POWER FOR YOUR DOLLAR 

Timeworks, Inc. 444 Lake Cook Road 
Deerfield, Illinois 60015 312-948-9200 
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A friendly computer with an abundance of memory 
designed to provide a "total solution" 
to your computing problems 




Early microcomputers were the 
domain of hobbyists, people who 
bought ihcm more for their nov- 
elty than for their usefulness. People 
who lined up to buy kits, solder them 
together, and cheer when they flickered 
to life, blinking tiny LEDs or uttering 
clicks through an external speaker. 

Today's computer buyers arc much 
more difficult to impress. They view the 
computer as a took and they want that 
tool lo be powerful, affordable, and easy 
to use. Novelty doesn't impress them 
the way it did those early hobbyists; 
today's computer buyers are interested 
mainly in increasing their productivity. 
They have seen machines that are pow- 
erful but require a month of training lo 
use and machines that arc friendly but 
limited; until now, few machines have 
been friendly, powerful, and affordable. 
The Atari Mega ST is just such a ma- 
chine. 

Basically, the Mega is an enhanced 
version of the ST with twoor four mega- 
bytes of memory and separate housings 
for the keyboard and CPU. Let's have a 
look at it from the user's perspective. 

The first hurdle facing a computer 
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user is setting the machine up. After 
unpacking the Mega, which consists of 
a detached keyboard and CPU, 1 spent 
less than five minutes getting it set up. 
The Mega CPU is much smaller than 
the typical IBM-ish computer, being 
about a foot square and 3" high. The 
styling is sleek and clean. 

The monitor (color or monochrome) 
is separate and sits on top of the CPU, 
with one cable running to the monitor 
output jack on the computer and anoth- 
er to the wall. The mouse plugs into the 
keyboard, the keyboard plugs into the 
CPU. and one power cord connects the 
Mega to the wall outlet. The only other 
setup step involves the installation of 
two AA batteries, for the real-time 
clock, in a compartment on top of the 
CPU. 

Peripherals, including an external 
3'/>" floppy disk drive (the same SF3I4 
or SF354 used with the ST) or an exter- 
nal hard disk drive are just as easy to 
attach. None of the connectors can be 
plugged in upside down or into the 
wrong jack, so there is little chance of 
getting confused and none of damaging 
the hardware. The Mega ST manual 
provides clear instructions and helpful 
diagrams. 

Once you have the system assembled, 
all you have to do to bring the machine 
to life is insert a disk in the built-in 
double-sided, double-density. 720K 
disk drive and turn the monitor and 
computer on. TOS, the operating sys- 
tem, is already onboard in the form of 
six ROM chips, so you don't have to 
load it each time you turn the machine 
on. Soon after the power starts flowing, 
the Mega "desktop" appears. 

From then on, the Mega provides a 
visual metaphor for computer opera- 
tions. Disk drives are represented as file 
drawers, which can contain folders, 
which can. in turn, contain other folders 
or individual files and/or programs. 

You use the mouse to move an on- 
screen pointer, which facilitates point- 
and-click configuration of the system 
and execution of programs. Very little 
setup is needed to use the system, but 
you can, if you want, customize the 
desktop to suit your specific needs. The 
colors can be changed, the icons can be 
rearranged, and the desktop can be set 
to display the contents of a specific disk 
or folder each time you boot the system. 
It is fairly easy to learn your way 
around the Mega without studying the 
manual, just by clicking on things and 
watching the results. Double-click on a 
floppy disk icon, for example, and the 
icon opens, displaying the contents of 
the disk. Click on a program icon, and 



the program runs. Click on a text file, 
and the Mega asks if you wish to show it 
on the screen, print it on your printer, or 
change your mind altogether. 

(An aside about printers: If you have 
an Epson graphics compatible printer, 
two keystrokes will dump whatever is 
onscreen to paper. Again, the manual 
explains even the very basics of the op- 
eration, including where to point and 
when to click.) 

Software 

For all its friendly technology, the 
Mega can do little without software. 
Fortunately for users, the Mega comes 



It is fairly easy to 

learn your way around the Mega 
just by clicking on things and 
watching what happens. 



out of the gate with a large selection of 
programs developed by companies like 
Atari, Microsoft, and Word Perfect. 

The Atari ST series predates the 
Mega by about two years, and that time 
has not been wasted by software compa- 
nies, who have been busy developing 
everything from word processors to 
paint programs to spreadsheets for it. 
This same body of software runs flaw- 
lessly on the Mega— often with belter 
results. 

There are two reasons for this en- 
hanced performance: an improved ver- 
sion of the operating system and a new 
custom chip, the Blittcr. The new TOS 
has had some time-critical portions op- 
timized for better performance and has 
been made even more capable than its 
predecessor. Support has also been add- 
ed for the Blitter. which moves data 
around in memory very quickly. 

These improvements combine to in- 
crease the speed of the graphics around 
which the user interface of the Mega is 
built. The machine draws and redraws 
objects onscreen more rapidly; icons 
and windows, the portholes through 
which a program communicates with 
the user. open, close, and display their 
contents much more quickly than they 
do on the ST. 



This increase in speed is good for a lot 
more than just showing off. Scrolling 
through a window in a word processor, 
for example, is much smoother and fast- 
er than in the past. And data on disks 
formatted by the Mega can be accessed 
faster thanks to a new "skewed" format, 
which places sectors on subsequent 
tracks in a position that gives the head 
time to align itself before the first sector 
comes around. My informal benchmark 
showed that the Mega disk loaded a 
large program about 30% faster than a 
disk formatted on a standard ST. 

In addition to the software written for 
the ST that runs on the Mega, several 
"emulators," programs that coax the 
Mega to run software intended for other 
computers, have been developed by 
third party vendors. Avant Garde sells 
an MS-DOS emulator, called PC-Ditto 
(sec review elsewhere in this issue), that 
allows you to run a very large portion of 
the existing library of software written 
for the IBM Personal Computer and 
compatibles. 

Data Pacific sells a cartridge called 
the Magic Sac (see review on page 42 of 
the Jan/Feb 1987 issue) which per- 
suades the Mega to run software de- 
signed for the Apple Macintosh family 
of computers. 

Between these commercial programs 
and a publicdomainCP/M emulator.it 
is fair to say the Mega can run literally 
thousands of programs — many for very 
specialized purposes. 

Under the Hood 

The heart of the Mega system is a 
Motorola M68000 microprocessor run- 
ning at 8 MHz. This is the same chip 
used in the Apple Macintosh series and 
is generally considered more powerful 
than the 8088 used by PCs and their 
clones. 

Unlike the Macintosh, however, the 
Mega makes use of several Atari-exclu- 
sive custom chips to assist the 68000. 
These include the Shifter, which is re- 
sponsible for graphics; MMU and Glue, 
which control system memory and gen- 
erally "hold the machine together": 
DMA, which provides high-speed in- 
put/output for floppy and hard disks 
and special gadgets like the Atari Laser 
Printer; and the Blitter, which handles 
high-speed data manipulation in memo- 
ry, resulting in faster graphics and other 
data-movement-intensive activities. 

The Mega also offers a new expan- 
sion bus, an extension of the system bus 
through which hardware designers can 
communicate with all manner of expan- 
sion cards that will allow users to take 
advantage of the speed of the Mega in 
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anything from networking to number- 
crunching. 

Atari has shown a math coprocessor 
card for the bus connector, which could 
be used by math-intensive software to 
relieve the 68000 of the burden of per- 
forming complicated mathematical op- 
erations. As is the case with math co- 
processors designed for other 
computers, software must be written 
specifically to take advantage of the 
math coprocessor. 

While Atari may not offer a co- 
processor card itself, several other com- 
panies have shown strong interest in the 
expansion potential it and other cards 
offer, so look for new applications that 
will enhance the power of the Mega and 
keep it current for years to come. 

Memory Capacity 

Because the expansion connector per- 
mits access to the main system bus, 
where the processors communicate with 
memory, it is possible to add extra 
RAM to the expansion bus. The Motor- 
ola 68000 has a maximum address 
range of 16Mb, so it could conceivably 
communicate with that much extended 
memory. 

An interesting application of such an 
enormous memory capacity might be a 
large, battery-backed RAMcard that 
the Mega would recognize as a blazing- 
ly fast disk drive. The extra RAM can 
also be used in applications like sound 
digitizing where a large amount of very 
fast temporary storage is invaluable. 

At the moment, it is difficult to imag- 
ine an application that would require 
more than 4Mb RAM, but given that 
only a few short years ago 32K was 
considered excessive, I'm sure that soft- 
ware engineers will find a use for every 
bit of the Mega memory— and more. 

The Mega comes in two- and four- 
megabyte models, which are essentially 
identical except for memory size. Most 
of the enormous memory is available to 
the user, with only about 1 50K set aside 
for the operating system. Most (192K) 
of the operating system, including TOS, 
GEM (Graphics Enviromcnt Manag- 
er), and ABIOS (Advanced Basic In- 
put/Output System), is in ROM. 

The size of the memory is a tremen- 
dous advantage. Existing programs, 
like word processors and databases, 
take immediate advantage of it by al- 
lowing larger documents and indexes. 
Large R A Mdisks, which use memory to 
simulate very fast disk drives, can easily 
be used to speed up disk-intensive pro- 
grams. And. the door is open for larger, 
more sophisticated applications yet to 
come. 



The Flash telecommunications pro- 
gram, for example, benefits from the 
extra memory by providing a much 
larger capture area. I recently spent 
more than two hours on Genie with the 
Mega, capturing in memory everything 
in sight, and at the end of that time. 
Flash reported that my memory was 
just 11% full. 

Expansion Ports 

The rear of the Mega is packed with 
expansion ports. These include a paral- 
lel port for connecting standard print- 
ers, an RS-232 serial port for modems 
and other serial devices, a DMA port 



mail, and online through several tele- 
communications services. Everything 
from information on the nearest autho- 
rized dealer to software suggestions to 
programming help is available to users 
who call, write, or connect. 

Telecommunications is becoming an 
important part of customer service for 
Atari. The company, through its em- 
ployees, is a major online presence, and 
user response to this line of communica- 
tion has been excellent. With the advent 
of electronic mail and low-cost telecom- 
munications services like Genie, far 
more questions can be handled in less 
time online. Another advantage is that 



The Mega is designed for the consumer who is 

looking for a total solution to his computing problems. 



for extremely high-speed I/O, a MIDI 
port to control music synthesizers, a 
floppy disk port for connecting an exter- 
nal 3V2" drive, a monitor port, and a 
cartridge port. A removable panel la- 
belled Expansion, provides access to the 
system bus connector inside. 

Joystick and mouse ports arc provid- 
ed at the back of the detached keyboard. 
The keyboard layout is identical to that 
of the ST, but the keystroke mechanism 
has been improved. The keyboard 
"feels" better, offering a more definite 
click when a key hits bottom. As a touch 
typist, I found the change very notice- 
able and quite comfortable. 

Service 

We have covered the obvious ways in 
which the Mega is superior to its prede- 
cessor; one that is not so obvious is sup- 
port. Although the Mega is a computer 
that approaches the status of "informa- 
tion appliance," Atari feels it is, never- 
theless, an appliance that needs more 
support than most department stores 
are capable of providing. 

Consequently, the Mega will be sold 
only through Atari-authorized, full ser- 
vice dealers, who must be provide per- 
sonnel to answer buyers' questions 
about the machine and to service it in 
the event of a problem. Mail order 
houses will not be authorized to sell the 
Mega. 

Atari Corp. is available to its custom- 
ers through several channels; phone. 



these services are available 24 hours a 
day, seven days a week, so users can 
send and receive questions and informa- 
tion whenever convenient. 

Moreover, users can address a far 
larger group of people online than 
through individual contacts by mail or 
over the phone. In addition to Atari 
personnel, other users and representa- 
tives of third parly companies, who may 
have additional knowledge about spe- 
cific subjects, are available to answer 
users' questions. 

As all current Atari users know. 
Atari is well-known for its philosophy of 
Power Without the Price. In keeping 
with that philosophy, the Mega is de- 
signed for the consumer who is looking 
for a total solution to his computing 
problems, and backed by a network of 
full-service dealers and Atari Corpora- 
tion, the new machine should have no 
trouble delivering just that. 

The Mega ST is easy to use. boasts 
access to a large and growing library of 
software, and costs considerably less 
than similarly configured machines 
from competitive manufacturers. 

Although exact pricing was not avail- 
able at press time, the price for a 2Mb 
system with color or monochrome mon- 
itor will be under $2000, and the price 
for a 4Mb system, under S3000. 

With the advent of the Mega ST, it 
appears that Power Without the Price is 
moving upscale with an admirable al- 
ternative to the IBM and Macintosh. ■ 
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Murder on the Zindirneuf 



Phantasie 



Interactivity is what 

distinguishes a novel from an 
adventure game. 




Age of Adventure 
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A Handbook 



for 



Computer Adventurers 



Ever slay a dragon? U nlcss you arc 
one the fortunate few with access 
to a functioning time machine, 
your answer is probably "No." It is also 
likely that few Atari Explorer readers 
have tracked down a murderer, rescued 
a princess, or saved the known universe 
from annihilation. 

What's more, few of us will even get 
to do these exciting things in the fu- 
ture at least not in "real" life. Fortu- 
nately for the adventurous among us. 
there is also electronic life, and the 
Atari 8-bit system is a doorway to ex- 
ploits as heroic and grand as any in 
literature, film, or television. Adventure 
games invite computerists to enjoy a 
wide range of vicarious experiences 
without any risk to pride or person. 

What Is an Adventure 

Role-playing and interaction are the 
hallmarks of the computer adventure 
game, and they exist, in varying de- 
grees, in all adventures. 

In general, you, the gamer, assume 
one of two types of role in an adventure. 
You either become a specific character 
in a story or create a protagonist within 
statistical parameters established by 
the program. 

Interactivity is what distinguishes a 
novel from an adventure game. The plot 
of a novel is an unbreakable, linear 
chain of events. No matter how quickly 
or slowly you turn the pages and scan 
the words, the story always runs on the 
same track without embellishment or 
deviation. 

In contrast, a computer adventure 
puts you in the middle of a world creat- 
ed by the program author. Your charac- 
ter can then move among the locations, 
examine items, talk to other characters, 
and so forth. In a sense, an adventure is 
like a novel in which the game designer 
and the player join forces to tell the 
storv. 



A guide to adventure games 
for Atari 8-bit systems 



Roots: Up from the Dungeon 

Retelling stories and legends has al- 
ways been a popular pastime, but it 
wasn't until the early 1 970s that anyone 
thought to create rules for this folk art. 
It was about then that E. Gary Gygax 
and David Arneson took a set of rules 
for medieval combat with miniatures, 
added a heavy fantasy component, and 
developed a complex system of charts 
and tables to deal with aspects of the 
campaign other than the clash of whole 
armies. 

The game they created (whose name 
we won't mention in order to save their 
lawyers the trouble of writing us a nasty 
letter) has set the pattern for all role- 
playing games (RPGs), electronic and 
otherwise. Players generate characters 
who gain power as a result of their ex- 
ploits in the game world. Parties of 
characters combine their various abili- 
ties to achieve mutually beneficial 
goals, which range from routing evil 
cults to rescuing damsels in distress. 

The keystone of any non-electronic 
RPG is the Dungeon Master (DM). Be- 
sides refereeing the actual play of the 
game in a morc-or-lcss impartial man- 
ner, the Dungeon Master designs the 
imaginary world in which all the excite- 
ment takes place. Players declare what 
each character wants to do during any 
given turn, and the DM reports the con- 
sequences of their actions. 

This intriguing format has sold mil- 
lions of copies of non-electronic RPGs. 
but it also implies a disturbing paradox, 
which has caused interest in the games 
to wane. The troll under this bridge is 
that the Dungeon Master, the person in 
the group who is apt to have the most 
consuming interest in the game, never 
actively participates. When the stalwart 



band of heroes attacks the fire demon on 
the enchanted mou maintop, the DM is 
stuck juggling the charts and random 
number generator on the sidelines. 

Another problem with non-electronic 
adventures, from the DM's point of 
view, is that it takes a lot longer to 
create a scenario than it does to play it 
out. A DM might spend a week working 
on an episode that four players then 
demolish in a couple of hours. Most 
adults don't have time to concoct 
enough scenarios to make more than 
occasional play practical. 

Prepared modules ease the Dungeon 
Master's creative burden, but it still re- 
quires hours of study and fine-tuning to 
make a "canned" scenario fit smoothly 
into an ongoing RPG campaign. 

Computer adventures transfer the 
duties of the Dungeon Master to the 
machine. While no computer can com- 
pare with a skilled human Dungeon 
Master, adventure software requires lit- 
tle or no preparation lime and provides 
an outlet for the suppressed heroic urges 
of frustrated DMs. 

Early Electronic Efforts 

By the mid-1970s, mainframe users 
were playing Original Adventure and 
Colossal Cave. Memory and graphics 
limitations kept these all-text games 
simple. The player typed simple com- 
mands to move the character from loca- 
tion to location. The program described 
the locations, creating as it went a logi- 
cal puzzle. The player solved the puzzle, 
generally by picking up and using ap- 
propriate items, and then advanced to 
the next testing area. Some programs 
rewarded the gainer with a treasure for 
each puzzle solved. 

Scott Adams brought puzzle dun- 
geons to the home in the late 1970s with 
a series of adventure games that eventu- 
ally formed the basis of his company. 
Adventure International. His games. 
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though ingenious for their day. suffered 
from a primitive parser and the minus- 
cule memory of systems like the TRS- 
80 Model I and Commodore Pet. 

Ken and Roberta Williams's Mys- 
tery Funhouse added pictures to the 
prose to create the first illustrated ad- 
venture in 1981. Each location in this 
detective story provided a drawing that 
resembled a page from a completed col- 
oring book and a line of text describing 
the details. 

Wizardry and Ultima I, both pub- 
lished for the Apple II in 1981, reduced 
the drudgery of typing orders by substi- 
tuting a single-keystroke command sys- 
tem. Wizardry also introduced such 
RPG elements as character class and 
experience levels to computer adventur- 
ing. 

The first true graphic adventure was 
Temple of Apshai from Epyx, which is 
still available today. (Epyx repackaged 
Temple of Apshai and its two sequels as 
Apshai Trilogy in 1986. A cartridge. 
Gateway to Apshai. is no longer in ac- 
tive distribution but may be available at 
discount outlets and garage sales.) 

The player uses the joystick to move 
the character around in a multi-level 
dungeon, which is viewed from above. 
The fire button activates any weapon or 
other device he may be carrying. More 
recent graphic adventures have intro- 
duced full-screen animation and pseu- 
do-three-dimensional perspective, but it 
all began with the treasure hunting and 
monster fighting of Apshai. 

The big difference between illustrat- 
ed adventures and graphic adventures is 
that in the latter your character inter- 
acts directly with the picture on the 



screen. In the former, the character is 
clearly outside the drawings the com- 
puter paints. 

Designers continue to refine these 
game systems and combine them in in- 
novative ways to produce sophisticated 
hybrid formats. The introduction of 
higher-memory micros like the Atari 
ST also benefits 8-bit users indirectly: 
translating games from the 16-bit sys- 
tems has resulted in advances in 8-bit 
programming techniques. Within the 
next 1 2 months, this new knowledge will 
bring Atari owners even more satisfying 
and detailed adventures. 

The Realms of Computer Adventuring 

Many of the older adventure games 
arc still available for Atari 8-bit sys- 
tems, and many companies, including 
Infocom, Dalasoft. and Strategic Simu- 
lations continue to release new titles on 
a regular basis. 

True to the roots of the genre, the 
most popular theme for computer ad- 
ventures remains fantasy. Other sub- 
jects have gained in popularity, particu- 
larly in the last year or so. but tales of 
magic and legend still dominate. 

The best text adventures come from 
Infocom. The sophisticated parser cre- 
ated by the company's designers elevat- 
ed the crude puzzle dungeon to the level 
of true interactive fiction. The parser 
analyzes the player's words and deter- 
mines the appropriate response. The 
larger the vocabulary, the less like a 
word-guessing contest the adventure 
will seem. 

* Novice heroes and heroines may 
want to start with The Zork Trilogy 
from Infocom. an omnibus volume sub- 
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suming all three of the fantasy quests 
set in a mythical underground empire. 
Clever puzzles, meaty descriptions, and 
a dash of off-center humor make these 
search and destroy missions as enjoy- 
able today as when thev were first pub- 
lished. 

* After mastering Zork, you may 
want to trade your warrior's sword for a 
wizard's robe in Infocom's Enchanter 
Trilogy, which consists of three sepa- 
rate titles — Enchanter, Sorcerer, and 
Spel/hreaker. You begin your quest to 
rescue your magical mentor as a mere 
apprentice and rise to assume the lead- 
crshipofthe Circle of Enchanters by the 
time the third part of the trilogy reaches 
its climax. 

* Another real treat for fantasy fans 
is the Ultima scries from Origin Sys- 
tems. Writer/designer Lord British has 
authored four increasingly awe-inspir- 
ing fantasy epics, each of which features 
a vast and highly detailed world that 
serves as a backdrop for fighting, trad- 
ing, puzzle-solving, and other adventur- 
ous activities. The graphics, which have 
improved enormously with each title is- 
sued since Ultima I, feature full-color, 
multi-screen maps for strategic move- 
ment, overhead views of towns, and a 
first-person perspective in the labyrin- 
thine underground dungeons. 

The story lines in the Ultima series 
can't be summed up easily in a single 
sentence. Your goal in Ultima IV, for 
example, is to attain enlightenment and 
self-realization — pretty heavy stuff for 
a floppy disk. 

Origin Systems has Ultima I, ///, and 
IV in print at present, and the company 
has promised to reissue Ultima II in a 
new Atari 8-bit version in the very near 
future. 

*Thc electronic hero must purge an 
entire continent of evil in Quest ron from 
Strategic Simulations. This solitaire 
adventure is a must for those who can't 
get enough of the Ultima series. Al- 
though the plot is not nearly as inven- 
tive, the play of Questran will remind 
you of Ultima III. Designer Charles 
Dougherty has even improved Lord Bri- 
tish^ control scheme in one major re- 
spect: you select commands from an on- 
screen menu with the joystick, which is 
much simpler than entering them with 
keystroke codes. 

* Electronic Arts has repackaged 
two classic Stuart Smith titles first is- 
sued under the Quality Software ban- 
ner as Age of Adventure. Ali Baba and 
Return of Heracles provide a refreshing 
change from the usual run of medieval 
fantasies. The artwork is a little clunky 
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Where to Find Adventure 



Datasoft/lntellicrcations 
19808 Nordhoff PI. 
Chatsworth.CA 91311 
(818)886-5922 

Electronic Arts 
1820 Gateway Dr. 
San Mateo, CA 94404 
(415)571-7171 
(800) 245-4525 
(800) 562-1 112 in CA 



Epyx 

600 Galveston Dr. 

Redwood City, CA 94063 

(415)366-0606 

Infocom 

125 CambridgcPark Dr. 

Cambridge. MA 02140 

(617)492-6000 

(800) 262-6868 



Origin Systems 
340 Harvey Rd. 
Manchester, NH 03103 
(603) 644-3360 

Strategic Simulations 
1046 N. Rengstorff Ave. 
Mountain View. CA 94043 
(415)964-1353 



by today's standards, but Smith's un- 
canny ability to use art, audio, and even 
customized text character sets to evoke 
the appropriate mood transcends any 
such minor deficiencies. 

* Reminiscent of Ultima and Ques- 
tran is Phantasie by Doug Wood for 
Strategic Simulations. The graphics 
and overall presentation of Phantasie 
are similar to those of its predecessors, 
but Phantasie allows you to control an 
entire party of adventurers, each with 
unique abilities, rather than a single 
character. SSI has already released two 
sequels for other computers, each a sig- 
nificant improvement over the original, 
and both are likely to join the Atari 8- 
bit library soon. 

* Alternate Reality: The City from 
Datasoft is a science-fantasy RPG 
which should appeal strongly to those 
who want to create characters and help 
them gain experience and concomitant 
power by surviving encounters with the 
denizens of a strange metropolis. 

Outstanding first-person perspective 
graphics and a stunning soundtrack 
make this finely detailed city exciting 
and challenging to explore. There are 
shops to browse, monsters to fight, and 
treasures to gather. Datasoft has an- 
nounced the imminent release of Alter- 
nate Reality: The Dungeon, a sequel to 
the original game, which should be in 
stores by the time you read this article. 

*Thc best bets for mystery fans who 
want text adventures arc lnfocom*s 
Deadline, Witness, and Suspect. In 
each case, the object is to unravel a 
complex murder plot in a limited 
amount of time. Multi-paihed plots and 
excellent characterization are the hall- 
marks of this outstanding scries of inter- 
active detective stories. 

* Murder on the Zinderneuj from 
Electronic Arts is a graphic mystery 
adventure set on a trans-Atlantic Zep- 
pelin flight. It asks you to assume the 



identity of one of several famous detec- 
tives and attempt to catch a killer before 
the airship docks in Lakehurst, NJ. 

Role-playing is a key aspect of Mur- 
der on the Zinderneuj. There are many 
ways to question suspects, and you must 
carefully match the style of the investi- 
gation to the personality of the suspect 
for best results. Because a different per- 
son is guilty each time. Murder on the 
Zinderneuj" gets high marks for re- 
playability. 



lization as we know it goes down the 
tubes. 

* Trinity, also from Infocom. deals 
with the detonation of the first atomic 
bomb and the threat of nuclear war. It 
\\ hisks you from the mundane pathsof a 
London park to the farthest reaches of 
space and time. 

* Amy Briggs's Plundered Hearts is 
a good example of the current trend 
toward finding fresh themes for com- 
puter adventures. "Save the princess" 



Scott Adams brought puzzle dungeons to the 

home in the late 1970s with a series of adventure games that 
formed the basis of his company, Adventure International. 



*The lighter side of science fiction is 
represented by several other Infocom 
titles. Doug Adams captures the unpre- 
dictable prose style and wild humor of 
The Hitchhiker's Guide to the Galaxy 
in the Infocom text adventure of the 
same name. The plot of this game is too 
linear for our taste, and it requires that 
you learn to approximate the thought 
processes of the eccentric author to ne- 
gotiate the twists and turns of the plot 
successfully, but it is a highly entertain- 
ing experience nevertheless. More "ma- 
lure" adventure enthusiasts will also en- 
joy the slightly risque space opera. 
Leather Goddesses of Phohos. Floyd 
the Friendly robot aids the player, while 
providing comic relief, in Planet/all and 
Station/all. 

*ln contrast. Suspended is serious 
science fiction built on the thought-pro- 
voking premise that the protagonist is 
the human component of a huge com- 
puter. You must discover what has gone 
wrong with society and fix it before civi- 



yarns seem to have been replaced by 
more erotic settings and story lines. 
This text adventure, for example, casts 
the compuierist as an innocent azure- 
eyed lass imperiled by all the dastardly 
evils at work on the high seas in the 1 7th 
Century. Romance and danger are 
mixed in equal arts in this trend-setting 
escapade. 

Coming Attractions 

An informal survey of software pub- 
lishers shows renewed interest in pro- 
ducing adventures for Atari 8-bit sys- 
tems. And we think it likely that many 
new games will debut in this format 
before next summer. 

But you don't have to wait to get 
started on your adventuring career, be- 
cause the cupboard is far from bare. So 
boot an adventure disk and open the 
door to vicarious experience in parts un- 
known. It's the best way we know to 
have the thrill of a lifetime and still be 
home in time for dinner. ■ 
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PRODUCT REVIEW 




PC-Ditto 



PC-Ditto 



A vant-Garde Systems introduces 



an amazing new product that will 



make your ST act like an IBM PC 



System: Atari ST (color) 

Price: $89.95 

Summary: IBM PC emulator for ST with 

all PC features including color 

graphics, I/O ports, hard and floppy 

disk drives, printer support, and 

sound. 
Manufacturer: 

Avant-Garde Systems 

381 Pablo Point Dr. 

Jacksonville, FL 32225 

(904) 221-2904 



By David H. Ahl 
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Like oil and water, the Atari world 
and the IBM world exist between 
and around each other, but they 
don't really mix. While it has been pos- 
sible to pass data files back and forth 
between brands, programs have been an 
entirely different matter. A program 
written under PC-DOS or MS-DOS for 
an Intel 808x microprocessor just plain 
won't run on a Motorola 68000 chip. 
Until now, that is. 

Bill Teal, a former IBM research fel- 
* low. has spent 1 8 years, many of which 
were devoted to writing emulators, in 
the computer industry. Engage Bill in 
conversation, and he will tell you of the 
tribulations of making a Burroughs 
mainframe pretend it is an IBM 370 or 
of file structure incompatibilities be- 
tween IBM and DEC computers. Com- 
pared to problems like these, getting an 
Atari ST to behave like an IBM PC is 
almost easy, says Bill. It is just a matter 
of working out some details — a few 
hundred thousand of them — all of 
which are interrelated and any of which 
can cause the program to fail. 

When I first got PC-Ditto. I was con- 
vinced that one of these details re- 
mained unresolved when PC-DOS just 
wouldn't load, but a phone call to Bill 
soon set me straight. Now, after many 
hours of beating on PC-Ditto, I have 
found that it works as advertised that 
is, it runs virtually any non-game IBM 
PC program speedily and flawlessly. 

For those readers who like to know 
the bottom line at the beginning, let me 
say that PC-Ditto is one of the most 
useful programs I have ever seen, and 
for $89.95 it is an absolute steal. It is 
definitely, as a leading consumer maga- 
zine would say, "A Best Buy." I'm im- 
pressed. 

What is PC-Ditto? 

There are several ways to get soft- 
ware designed for one computer to run 
on a different one. The simplest way is 
to plug into the host computer an entire 
circuit board containing the same type 
of mpu as the target computer. For ex- 
ample, Quadram makes a board that 
plugs into an IBM PC and allows it to 
run Apple II software. Only the key- 
board, display, disk drive, and I/O cir- 
cuitry of the IBM PC are used; every- 
thing else is on the new plug-in board. 

Another approach is taken by Data 
Pacific which makes a hardware/soft- 
ware package for the Atari ST that al- 



lows it to run Macintosh software. The 
Magic Sac. as this emulator is called, 
uses the ST mpu, because it is the same 
68000 used by the Mac. 

The main disadvantage of both of 
these methods is that they are rather 
costly because they duplicate hardware 
that is already in the host computer. 

PC-Ditto uses an all-software ap- 
proach which takes every single Intel 
808x instruction and converts it at the 
microprogramming level to one or more 
68000 instructions. This is known as a 
software emulator. The main disadvan- 
tage of this type of emulation is that 
some of the target computer instruc- 
tions may require more than one in- 
struction in the host computer, thus 
making it slower in execution speed. For 
the most part, PC-Ditto runs programs 
at about 60% to 75% of the speed of a 
standard 4.77 MH? IBM PC and about 
30% to 45% of the speed of a so-called 
"turbo" machine with an 8 MHz clock 
speed. 

In a practical sense, this means that 
PC-Ditto is more suitable for running 
spreadsheets, database programs, and 
other "business" software than it is for 
running arcade-type games or pro- 
grams with realtime functions. 

PC-Ditto runs on both the 1040ST 
and the 520ST. As might be expected, 
the program is fairly sizable — about 
150K-but even so it allows ample 
room for most IBM PC programs and 
data. On the 520ST, you have 364K 
available, while on the I040ST, you 
have 703K — 63K morc(!) than on a 
fully-expanded 640K IBM PC or com- 
patible. 

PC-Ditto will imitate either a mono- 
chrome system or one with a color 
graphics adapter installed, although, 
curiously, it requires an Atari color 
monitor to do either. According to Teal, 
there is an incompatibility of some sort 
in the Atari monochrome monitor that 
just can't be overcome by PC-Ditto. 

The standard IBM parallel printer 
port and RS-232 serial port are fully 
supported. Because of the speed differ- 
ence, we wondered whether baud rates 
at the serial port would be correct. As 
far as we could determine, they are 
okay, although we only tried it at speeds 
up to 300 baud. 

PC- Ditto supports both VI 2 " 80- 
track and 5'/ 4 " 40-lrack floppy disk for- 
mats. We used the I.B. 5 'A" drive and 
found it most satisfactory. While vou 



Software certified to run under PC-Ditto. 



i. Spreadsheets/ Integrated Packages 

Ability 

Enable 

Express Calc 

Framework 

Framework II 

Javelin 

KnowledgeMan/ 2 

Lotus 123 

Multiplan 

?FS : Professional Plan 

PC-Caic 

Supercalc 3 

Supercalc 4 

Symphony 

The Smart Software System 

2. Recreation 

3 -Demon 

ABM 

Backtalk 

Battlezone 

Blackjack 

Buck Rogers 

Castle 

Cyclops 

Dragon World 

FllghtMare 

Hobbit 

Infidel 

Island of Mystery 

Jet 

Jump Joe 

Microsoft Flight Simulator 

Mind 

Monoply 

Musician 

NFL Challenge 

Novatron 

PC-Golf 

PCChess 

Piano Man 

Planet Fall 

Pool 

Serpentine 

Spacewar 

Starf light 

Startrek 

Striker 

The Witness 

Trekrun 

Zork I, II. and III 

3. Graphics 

Art Studio 

Atlas Mapping Software 

Chart Master 

Charts Unlimited 

Cheap CAD 

DDCAD 

Dan Brlcklln's Deao Program 

Draw! 

EasyCAD 

EasyFlow 

Executive Picture Show 

Freelance 

GRASP 

Graph- in- the-Box 

Graphassembler 

HyperGraphics 

Lady Bug Graphics 

Map Builder 

Microsoft Chart 

PC Storyboard 

PC-Draft 

PC-Key-Draw 
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Software certified to run under PC-Ditto (cont'd.) 



Personal Computer Picture Graphics 

Present Slide Presentation System 

ProDeaign II 

Slide Write Plus 

The Grafix Partner 

VCN Concorde 

World 

4. Personal /Home Finance 

Chase Spectrum 

Dollars 6 Sense 

Finance Manager 

Invest 

Loanpak 

Managing Your Margin 

Money 

Options 

PC-Check 

PC-Stock 

Swift Tax 

Sylvia Porter's Investment Manager 

Sylvia Porter's Personal Financial 

Series 
The Evelyn Wood Dynamic Reader 

5. Project Managers 

Harvard Total Project Manager 

Job Scheduler 

Microsoft Project 

Planning Tools 

?C-Hlbol 

ProTracs 

SuperProject 

Timeline 

6. Word Processing - Addons 

Electric Webster 
Exact 

PC-Outline 

Resident Speller 

Think Tank 

Webster's New World Spelling 

Checker 
Whoops 

7. Business Productivity 

1-2-3 Report Writer 

Bottom 1 lne 

1-2-3 Report Writer 

Bottomlina V 

DataLaw/PC 

DataLaw/Mgr 

Datamlte 

DesqVlew 

Dosamatc 

Exsell 

Flashcode 

FormTool 

OEM 

Holmes 

Inset 

Instant Recall 

IT Figures 

Keep Track 

Keynotes 

LETTRIX 

Markis Marketing 

Metro 

MonoGrafx 

Multiple Choice 

Org 

PC Window 

PC-Desk II 

PC-DeskMatea 

PC-Menu 

PC-Tracker 



can run PC-Ditto with two VIV' drives, I 
would strongly recommend having one 
5V4" drive, because so much IBM soft- 
ware is available in that format. If you 
do run with two 3 '/» " drives, at least one 
of them should be double-sided. 

Using PC-Ditto 

Starting the system can be a bit con- 
fusing for a novice user, particularly one 
who is not familiar with MS-DOS con- 
ventions. The system can be booted di- 
rectly from the PC-Ditto disk or from a 
hard disk. I f you are using anything but 
an absolutely plain vanilla configura- 
tion, the boot programs and PC-Ditto 
itself must be in the root directory rath- 
er than in a folder as it is furnished on 
the distribution disk. 

This, incidentally, was the problem I 
had in getting MS-DOS to boot. The 
system kept insisting that CONFIG.SYS 
and the command interpreter, two pro- 
grams on the MS-DOS disk, were bad 
or missing— they weren't — because it 
had failed to read the altered PC-Ditto 
configuration program. 

Where things get confusing is at the 
time you switch from the 3V2" drive A 
from which PC-Ditto is booted to drive 
A, usually a different physical drive, 
from which the MS-DOS software is 
booted. The startup screen tells you that 
drive B is the "internal" drive (it is es- 
sentially saying that this is now drive A) 
and directs you to put your MS-DOS 



drives and he'll want the data disk in 
drive B." As a result I had no choice but 
to transfer the data from one format to 
the other. 

Actually, you can get around this 
problem at startup time by specifying to ' 
PC-Ditto that you have only one drive, 
but this is unsatisfactory if you want to 
run other software that requires two 
drives in the same session. 

Formatting and copying disks from 
SV4* media to Vli" media creates anoth- 
er problem. While the IBM and ST for- 
mats are almost compatible, in this case 
"almost" translates to "not." You can 
format disks with GEMDOS, and ev- 
erything will seem to proceed normally, 
but the disks will not read under MS- 
DOS. 

PC -Ditto provides two solutions for 
this problem. You can either use the 
furnished device driver, PC-DDRVR.SYS, 
to read and write your GEMDOS disks 
under MS-DOS or you can format and 
copy disks using the utility programs on 
your MS-DOS disk. Once a disk has 
been formatted by MS-DOS, you can 
read and write data on it with either 
MS-DOS (ST or IBM machine) or 
GEMDOS. 

Complicating Matters 

Dealing with floppy disks is no picnic; 
nor is using a hard disk with PC-Ditto 
as straightforward as you might like. At 
the moment, PC-Ditto supports only 



To turn an Atari ST into an IBM PC with the 

addition of a $269 disk drive and an $69 software package is an 
amazing accomplishment 



disk in drive A (meaning physical drive 
B). From then on, physical drive B is 
logical drive A and physical drive A is 
logical drive B. Got that? 

This can become even more compli- 
cated with "smart" IBM PC software 
packages that automatically look at 
what is hooked up to the system and 
expect that you will use it. For example, 
I ran Headliner and wanted to use it as 
though I had a single floppy disk sys- 
tem, because I didn't want to transfer 
the massive data files from the fur- 
nished 5 l / 4 " disks to 3V 2 " disks. But the 
program looked at my system and said 
to itself, "aha, he has two floppy disk 



one physical hard disk drive. While that 
drive may be partitioned (as is required 
on the ST), PC -Ditto/ MS-DOS can ac- 
cess only one partition of at least 4.2Mb 
at a time. Also, to use a hard disk, you 
must have MS-DOS version 3.0 or 
higher. 

Many other rules apply to the use of 
hard disks, but they, along with a score 
of other concerns, are discussed quite 
thoroughly in a README file that comes 
on the PC-Ditto disk. This eight-page 
file will be your Bible as you become 
acquainted with PC-Ditto. 

There is also a 14-page manual, of 
which only seven pages contain prag- 
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matic information, mostly about setting 
up your system and getting started the 
first time. Obviously, the manual as- 
sumes that you either know MS-DOS 
or will learn about it elsewhere. 

Compatibility 

Perhaps a word about MS-DOS is in 
•order. To the user, PC-DOS and MS- 
DOS are the same, but there are subtle 
internal differences in the way different 
versions interact with the host comput- 
er. PC-Ditto is designed to work with 
true PC-DOS— the operating system 
intended for use on an IBM PC or XT 
computer. The version of MS-DOS you 
have and its level of compatibility with 
PC-DOS will determine whether or not 
it will work with PC -Ditto. 

We can state with certainty that PC- 
DOS versions 1 .0, 1 . 1 , 2.0, 2. 1 , 3.0, and 
3.1 work fine and that no version of MS- 
DOS for the TI Pro works at all. As for 
the many versions in between, you are 
on your own. 

Bill Teal has tried an impressive 
range of software packages on PC-Dit- 



to, and he furnishes a partial list of 300 
some packages which he certifies will 
run. They include spreadsheets, word 
processors, database managers, utili- 
ties, personal/home finance packages, 
languages, communications packages, 
business productivity packages, and 
games. 

We tried a dozen or so packages, in- 
cluding Lotus 1-2-3, Word Perfect, 
Multi Mate, Sidekick, Norton Utilities, 
and Championship Baseball, and had 
no trouble. Where we did run into trou- 
ble was with protected games that by- 
pass DOS, booting only from a cold 
start. For example, we could nor run any 
of the newest games from Activision, 
Accolade, Electronic Arts, or Mind- 
scape. Nor could we run disks in the 
IBM Scientific Reasoning Series, 
which also boot independent of DOS. 

Nor will IBM BasicA run on PC- 
Ditto. BasicA, interacts directly with 
the BIOS (Basic Input Output System) 
and requires genuine IBM PC ROMs, 
so it will not now — or ever — run under 
any emulator. Other versions of Micro- 



Software certified to run under PC-Ditto (cont'd. 



People Planner 

Printworks 

Q&A 

Q-DOS 

Qwiiceys 

Reports Plus 

Salemalcer 

Sales Repeater 

SB Assistant 

Sidekick 

Sideways 

Smart Notes 

Superkey 

The Newsroom 

Whats Best! 

WlndowDOS 

X-Y-Z: Consolidate 

X-Y-Z: Query 

X-Y-Z. Spread 

8. Utilities 

ldir 
Arc 
«Alter 
Back-it 
Beep ••„ 

C-Format •»_ 

DGS-Edit •• 

DMS (Disk Management Systeml 
Diags 
Dlsmod 



CALL US!! 

Morgan Communications Products 

Post Office Box 76175 

Washington, DC 20013 

(301) 983-0925 

for values like these: 



VO j - v 1 

Avatex 1200HC $117.50 

Capetronics 1200 $107.50 
Capetron.cs 2400. .$237.50 

Panasonic 10801... $169.75 
Citizen 120-D $177.97 

64K Microstutter $59.97 

Mouse "Wave" Pad.. $7 95 



Disk Notcher 

12" Printer Stand 

15" Printer Stand ... 

9 S<S 
Sony SS/DD 3.5" . 
Sony DS/DD3.5-.... 
Bonus 5 25" SS/DD 
Maxell 5.2V SS/DD 



$597 
$995 

$13.95 

$12.50 
$19.50 
. $5.97 
..$9.97 



CALL FOR OTHER ITEMS 1 



-A^QWARE 
Mono System $499 97 

Color (RGB} Syslem $688 
Supra 20 meg.. . $588.97 

ASTRA HD-f $827.50 

(includes DSDD 3 5" floppy 
and lull one year warranty!) 
Paradox "IBM" drive .$217 

Publishing Partner $97 50 
Timeworks ST productivity 

series $49 50 each 

Public Domain library disks 

(write tor entire list) $5 ea. 

V j 

Dr TsKCS $139 50 

Dr. Ts Copyist.. $142.50 

WE CARRY MIDI EQUIPMENT 1 



A 

PR CONNECTION $59.75 

US Doublet T-4; $29.97 

Xetec Graphix AT .... $37 50 

MANY GAMES S7 99EA 
(call tor current availability) 
Most Electronic Arts. $12. 97 
Invitation to Programming 
Series (1.2 S3) $7.50 ea 

SynF.ie/SynCalc $32.97 

AtanWnter cartridge. .$19.97 
APX Printer drivers $9.75 

C A . - O J W -I ' E 

N FOR MAT On ON 
8- a :" COS rOw~ 



COMING SOON 

Pmoj< s IBM PC hmtdwww amularp/ ' 

UCPi PROGRAM DllVCr OK 

|'<V cmbtr TV ccnpan-M/' 

ucPt electronic ORDER express 

compuwrijtfd BBS Q<a& fury system 1 

Uucn mett MDi supper' 

UCP j fa* cMVog' 

CALL FOR AVAILABILITY' 




WE'RE NOT JUST 
COMPUTERS! 

MCP «m carr«i a large sal*ci»on o' noma 

rfccliomc* «fKiwfl>ng audio ana vdflo 
•quipmem tatcpnont ana ontca aouipmanr 
prvfacordad viovotapw ana compact drtcs 
c» msirvmem*. and many j 



<o, ■ 



I B* 



■du 



(301)983-0925 

— M M— .^■■.l— — — 

All pricing and availability subject to change without nof.e© 



LB. Drive provides the link 

between IBM PC/XT/AT and Atari ST computers. Just insert a S'A" 
diskette in cither computer as drive B: Read, write and format in 
either compute! 

• Plug-in compatible with Atari ST 

• Built-in power 

• -H) track W)K capacity 

• HI) track ~2<)K capacity (optional) 

• Complete, ready t o run 

S 269.95 



I.B. Computers 

15)9 sw Mario* Ave 
Portland. OR 97225 ISA 
503/297-8425 



PC-DITTO S89 



We urn ihi iiimplcu- line ol Man 
hanlnarr and software 

For further details see your local Atari dealer or tall i.b Computers 

Dealer inqu.ru-> ii» ued H( ( - Uvi „ ( cl{i(ivxi 




IHM and l'< X I VI » a registered trademark ol Inicrnaimnal Basinet* Machines < mp 
Aran and si ii a registered iradrmark ol Atari (ompulrr Corp 
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Software certified to run under PC-Ditto (cont'd.) 



Dlsptest 

Download 

EBL (Extended Batch Language) 

Eraq 

Fancy Font 

Fat dump 

Flleminder 

Fileminder 

Flashcode 

Form Manager 

IBM Professional Editor 

Keyword Commander 

Lsd 

Lu86 

Lasercontrol 100 

List2day 

Mach2 

Microsoft C Codeview 

Move 

Newkey 

Norton Commander 

Norton Utilities 

Nosetarc 

Nostradamus Utllites 

PC-Status 

Page 

Path Master 

Printer Boss 

Program Master 

Query 

R-DOC/X a 

Recall • 

RE /Call g, 

Rendir • 

Screen Generator ^ 

Screen Sculpter • 

Sdir # # 

Secure2 • 

Setarc # # 

Showback « 

Sorted Directory (d.Com) 

Speedy3 

SquareNotes 

Stay-Res 

Still River Shell 

Superen 

Sweep 

SymOeb 

Treedir3 

UltraPrint 

Ultra-Utllltles 

Otll 
, VCopy 

Watchdog 

Wordtech dBase III Compiler 

XTREE 

9. Operating Systems 



Compaq DOS 

Eagle DOS 

IBM DOS 1.1,2.0,2.1.3.0,3 



10. Word Processing 

Brown Bag Word Processor 

DataPlex 

Documax 

Facelift 2 

IBM Writing Assistant 

LeSCiipt 

Lotus Manus -ript 

Microsoft Word 

MultiMate 

Of f iceWriter 

PFS: Professional Write 

PC-Write 

Vollcswriter 3 

Word Perfect 



1,3.21 ,3.3 



soft Basic, GW Basic for example, run 
correctly under PC-Ditto. 

Several other programs are included 
on the PC-Ditto disk. PC-Menu allows 
you to change the external characteris- 
tics of your system, including default 
screen colors, graphics adapters (simu- 
lated, of course), disk drives, and key- 
board. A format program allows you to 
format 80-track high-capacity (720K) 
V/2" disks under MS-DOS versions be- 
low 3.2. Since lower versions of MS- 
DOS can't read from such disks either, 
a device driver program is included to 
provide access to these high-capacity 
disks. 

Also on the PC-Ditto disk is a pro- 
gram called SPEEDY3, a public do- 
main program that speeds up the screen 
display of MS-DOS versions below 3.2. 
Another public domain program, 
QWICKEYS, speeds up cursor move- 
ment, particularly when a key is held 
down. 

While some special-purpose hard- 
ware is not supported by PC-Ditto. 
about the only popular device that is not 
now supported is a mouse. However, 
Bill Teal tells me that he plans to pro- 
vide mouse support in the near future. 
He intends to have the standard Atari 
mouse emulate a Microsoft, Logitech, 
or generic mouse. Actually, so few IBM 
software packages use a mouse, that 
such support is hardly vital, but it is nice 
to know that it is coming. 

All in all, I am tremendously im- 

PC-Ditto works as 

advertised— that is, it runs 
virtually any non-game IBM PC 
program flawlessly. 



pressed by PC-Ditto. To turn an Atari 
ST, in essence, into an IBM PC with the 
addition of a $269 5'/ 4 " disk drive and 
an $89 software package is an amazing 
accomplishment and an outstanding 
value. 

A handful of games won't run under 
PC-Ditto, but the best of them are al- 
ready or soon will be available in ST 
format. The real value of the package is 
the capability it gives to the ST to run 
the vast library of IBM-compatible 
business/ productivity software — and 
that it does with aplomb. To Bill Teal of 
Avant-Garde Systems goes my enthusi- 
astic applause. ■ 



Software certified to run under PC-Ditto (cont'd.) 



Wordstar 
XY Write 

1 1 . Languages 

ESIE 

GW Basic 

Microsoft C 

Microsoft Macro Assembler 

PC-Hibol 

ProFlo 

QPro4 

Quelo 68000 Assembler Package 

True BASIC 

Turbo Pascal 

Turbo Pascal Graphics 

Turbo Prolog 

XGEN 

Zbaslc 

12. Training 

AutoMentor 
IBM Tutorial 

Tutor 

13. Database 

Cornerstone 

Enrich 

File Express 

FoxBase*- 

IBM Filing Assistant 

Oracle 

PC-File 

PC Manager 

PowerBase 

PractiBase 

R: base 5000 

RESQ 

Reflex 

Seekeasy 

ZYIndex 

dBase II 

dBase III 

dBase III Plus 

14. Accounting 

BPI Accounting Series 

DAC Easy Accounting Systems 

Dome Simplified Bookkeeping 

One-Write Plus I 

One-Write Plus II 

Open Systems 

Open for Business Accounting 

PC -Ac counting 

PC-General Ledger 

RealWorld Acctg 

Simple 

Solid Gold Real Estate 

TAS-Books 

15. Communications 

1 Ringy Dingy 
ASCOM 

Carbon Copy 
Crosstalk XVI 
IBMMINI 
Procomm 
QModem 
Smartcom II 
Television 

16. Education 

Software Express Education Collection 



32 



ATARI EXPLORER NOVEMBER/DECEMBER 1987 



t&ySSSfiiw 639 8189\YW^ 



VIP PROFESSIONAL 
$99.95 PRO 
$119.95 GEM 



DB MAN 

$89.95 

(Best ST Data Base) 



520ST 
COMPLETE SYSTEM 

Monitor, disk drive, computer 

COLOR $609 
B& W$479 

COLOR MONITOR 299.95 

MONO 169.95 

SINCLE SIDED DRIVE . .129.95 
DOUBLE SIDED DRIVE . .199.95 
COMPUTER & DRIVE . . . 399.95 



ASTRA'S RAM EASY 
$109.95 

1 Meg ST upgrade 



NEW! 

XE DISK DRIVE XF551 

$179.95 



GUARANTEED LOWEST PRICES — 



RECENT AND SOON TO BE 
RELEASED ST PROCRAMS 

BREACH 

BARBARIAN 

EMPIRE 

DEFENDER OF THE CROWN 

MIDI MAZE ... 

VIDEO VECAS 

PAPERBOY . 

SENTRY , . 

FAERY TALE ADVENTURE 

ALIEN FIRES 

JUPITER PROBE 

F-15 STRIKE EAGLE 

WIZARD'S CROWN 

RINGS OF ZIFLIN 

REMARKABLE EUROPEAN 
GAMES 

CAUNTLET 

ROAD RUNNER 

ARKANOID 

XEVIOUS 

METROCROSS 

MOUSE TRAP 

INDIANA JONES 

SOLOMON S KEY 

EAGLE'S NEST 

PROHIBITION 

EXTENSOR 

HADES NEBULA 

LIBERATOR 

TYPHOON 

ALT AIR 

CRAFTON & XUNK 

TRACKER 

SILICON DREAMS 

JEWELS OF DARKNESS 

KARATE MASTER 

PASSENGERS IN THE WIND 

KNIGHT ORC 

ANNULS OF ROME 



THE PAWN 29 95 

BORROWED TIME . . . 29.95 



27.95 
27.95 
37.95 
32.95 
27.95 
24.95 
27.95 
29.95 
34.95 
27 95 
19.95 
27 95 
24 95 
2495 

ST 

27.95 
27.95 
24.95 
29 95 
29.95 
24.95 
29 95 
29.95 
27.95 
24.95 
2495 
24.95 
22.95 
24 95 
24.95 
24.95 
29 95 
24.95 
24.95 
22.95 
29 95 
29 95 
29.95 



ADVENTURES 

SD.I. 

ALTERNATE REALITY-CITY 

ULTIMA II 

ULTIMA III 

ULTIMA IV 

PHANTASIE 

PHANTASIE II 

PHANTASIE III 

MERCENARY 

MERCENARY • 2nd CITY 



32.95 
24.95 
38.95 
38.95 
3895 
24.95 
24.95 
24.95 
26 95 
14.95 



MINDSHADOW 

SPIDERMAN 

UNIVERSE II 

SUNDOC 

GUILD OF THIEVES 

BRATACUS 

ARCADE / ACTION 

WAR ZONE & FIRE BLASTER 

SPACE STATION & PROTECTOR 

WANDERER (3D!) 

STAR GLIDER 

DEEP SPACE 

SUPER CYCLE 

MAJOR MOTION 

TIME BANDIT 

STWARS 

PLUTOS 

BALL 

TRAIL BLAZER 

AIR BALL 

STRATEGY / SIMULATION 

HEX 

BALANCE OF POWER 

COLONIAL CONQUEST 

ROADWAR 2000 

AUTODUEL 

SKYFOX 

ARCTIC FOX 

FLIGHT SIMULATOR II 

SUPER HUEY 

CATO 

SILENT SERVICE 

SUB BATTLE 

HACKER 

HACKER II 

SHANGHAI 

CHESSMASTER 2000 

BRIDGE 5.0 

SPORTS 

GRIDIRON FOOTBALL 32 95 
MICROLEAGUE II • BASEBALL 39 95 

CHAMP BASEBALL 29.95 

CHAMP. WRESTLING 29.95 

CHAMP BASKETBALL 24.95 

ST KARATE 19.95 

WORLD CHAMP KARATE 29.95 

KARATE KID II 24 95 

WORLD GAMES 24 95 

WINTER GAMES 24 95 



29.95 
9.95 
34.95 
24 95 
29 95 
32.95 



27.95 
27.95 
2595 
29 95 
19.95 
1495 
24.95 
24.95 
24.95 
19.95 
19.95 
27.95 
24.95 



29 95 
3295 
2495 
2495 
32.95 
14 95 
27 95 
32 95 
25 95 
3295 
2495 
2495 
17.95 
24.95 
2495 
29.95 
2295 



CALL FOR TITLES 

LEADER BOARD 24 95 

TOURNAMENT DISK 14.95 

10th FRAME BOWLING 24.95 

PRODUCTIVITY 

FLASH BAK/ FLASH CACHE 49 95 

PUBLISHING PARTNER 94.95 

EASY DRAW 64.95 

GRAPHIC ARTIST 124 95 

AEGIS ANIMATOR 48.95 

ST TALK 2 19.95 

PERSONAL PASCAL 49.95 

GFA BASIC 49.95 

GFA COMPILER 49 95 

TYPINC TUTOR 24.95 

WORD WRITER ST 44.95 

DATA MANAGER ST 44.95 

SWIFT CALC ST ... 44.95 

REGENT WORD II 48.95 

REGENT BASE 1.1 79.95 

DEGAS ELITE 39 95 

N-VISION 29 95 

PAINTWORKS 24 95 

MUSIC STUDIO 32 95 

PRINT MASTER PLUS 24 95 

ART GALLERY I 19 95 

ART GALLERY II . 19.95 

DAC EASY ACCOUNTING 44.95 

DAC EASY PAYROLL 32 95 

MAGIC SAC 99 95 

PC DITTO 74 95 

DESK CART 69.95 

XE/ XL SOFTWARE 

GAUNTLET 24 95 

DEEPER DUNGEONS 14 95 

ARKANOID 24.95 

HEAD OVER HEELS 22.95 

DRUID . 22 95 

LIVING DAYLIGHTS 24.95 

ALT REALITY-CITY 24.95 

ALT REALITY-DUNCEON 24.95 

UNIVERSE 34 95 
BOUNTY BOB STRIKES BACK 29.95 
RETURN OF HERACLES 9.95 

ULTIMA I 39.95 

ULTIMA III 19.95 

ULTIMA IV 39 95 

THE PAWN 27 95 

WOMBATS I 29.95 

INFILTRATOR . 22 95 

BOP & WRESTLE 22.95 

ACE OF ACES 22.95 

HARDBALL 22 95 



NOT LISTED 

FIGHT NIGHT 22 95 
LEADER BOARD . . 27.95 

PHANTASIE 27 95 

FLIGHT SIMULATOR II 37.95 

AUTODUEL . 37.95 

PARTY OUIZ 14 95 

BASIC XL 36.95 

BASIC XE 46 95 

ACTION! 46.95 

MAC 65 46 95 

TOOL KITS 18.95 

WRITER STOOL 38 95 

ATARI WRITER PLUS 39 95 

TYPING TUTOR 17.95 

SAT COMPLETE 27 95 

PRINT SHOP 29 95 

GRAPHICS I 14.95 

GRAPHICS II 14.95 

GRAPHICS III 14 95 

SYNCALC Or SYNFILE 32 95 

VIDEO TITLE SHOP 22.95 
DELUXE JOYSTICK (was S35) 9.95 

ATARI JOYSTICKS 2 / 9.95 

DISK DRIVES 

ASTRA THE ONE (XE/XLI 249 95 

ASTRA 2001 fXE /XL) 279.95 

ASTRA HD + 

(ST 20 meg 8 d /s drive) 849.95 

INDUS GT 179.95 

INDUS GT (ST d 'SI 189.95 

PRINTER INTERFACES (XE/XL) 

MICROPRINT 29.95 

MPP-1150 39.95 

PR CONNECTION 59.95 

PRINTERS 

STAR NX-10 169.95 

STAR NB24-10 449.95 

MODEMS 

AVATEX 1200 89.95 

AVATEX1200HC 119 95 

PRACTICAL 2400 199.95 



COMPUTER EYES ST 

179.95 

IMAGE SCAN . . . 79.95 



ATARI 



714-639-8189 



ORDERS ONLY 

PLEASE 

1-800-443-8189 



SHIPPING: Software - free shipping on U.S. orders over $100, otherwise $2.50 U.S., 

$6.50 outside U.S. Hardware - depends on weight, call for quote. 

Charge cards + 3%. COD. orders are welcome, add $1.90 for UPS + 3%. 



COMPUTER GAMES + • BOX 6144 • ORANGE CA 92667 • (714) 639-8189 



PRODUCT REVIEW 



There are many ways to transfer 
files and data from one type of 
computer to another: build or 
buy a communications cable (see 
"Making the Right Connection" else- 
where in this issue), upload files from 
computer A to CompuServe or some 
other timesharing service and download 
them on computer B, or, simplest of all, 
put the files on a floppy disk and physi- 
cally transfer it from computer A to 
computer B. While this last method is 
simple, it is hampered by two factors: 
incompatible file formats and incom- 
patible media. 

Fortunately, the Atari ST reads and 
writes files in the same format as the 
IBM PC and compatibles, so file incom- 
patibility is generally not a problem. 
However, until the recent introduction 
of the IBM PS/2 series a few months 



ago, most of the IBM-compatible world 
used 5'A" floppy disk drives. Thus, al- 
though the file formats were the same, 
the media were different, and disk 



swapping was not possible. 

Now, however, two manufacturers 
arc addressing the problem with '/ 4 " 
disk drives for the ST. 



LB. 5 1 /4" Disk Drive 



IB. Computers has introduced a 5%" 
floppy disk drive for the Atari ST 
which solves the incompatible me- 
dia problem. Two versions of the drive 
are available, a 40-track version (com- 
patible with most IBM PC and XT com- 
puters) and an 80-track version (com- 
patible with the high density drives 
found on such 80286- and 80386-based 
machines as the IBM PC-AT). Because 
the vast majority of IBM PC software is 
currently published in the 40-lrack for- 




The I.B. Drive (right) is somewhat larger than the Paradox Microbyte 
Drive, which uses an external power supply. 






Two 5-1/4" Drives 

For Hie ST 



By DAVID H. AHL 



I.B. 5 V Disk Drive 



Price: $269.95 (40-track), 
$279.95 (80-track) 
Interface: Standard Atari floppy disk 

drive connector 
Summary: 5 1 / 4 " floppy disk drive for 

reading and writing data on IBM- 
compatible media. 
Manufacturer: 

I.B. Computers 

1519 S.W. Marlow Ave. 

Portland, OR 97225 

(503) 297-8425 



mat. that is the drive we chose to review. 

Although there are a few— very 
few— IBM-compatible 80-track drives 
that will read and write 40-track disks, 
the I.B. Drive does not. Nor can it be 
made to do so by software packages that 
emulate 40-track drives on an 80-track 
unit. Moral: Don't buy an 80-track 
drive expecting to read both 80- and 40- 
track disks. 

Installing the drive couldn't be sim- 
pler; on a 1040ST. you simply plug the 
disk drive cable into the floppy drive 
connector on the back of the computer, 
while on a 520ST. you plug it into the 
Out connector of drive A. Plug the pow- 
er cord into an outlet, and installation is 
complete. Incidentally, the I.B. Drive 
must be drive B in the system. 

Software 

The I.B. Drive comes with a 3V2" 
floppy disk that contains three pro- 
grams. The first program, RES.PRG 
slows down the stepping rate of drive B 
so it will read and write 5 'A" disks cor- 
rectly. It must be the first program exe- 
cuted in your AUTO bootup folder. 

The second program on the system 
disk is FMT.PRG, a program to format 
5 X U" disks. Although the standard 
GEM format program will seem to run 
with drive B, it will not format disks 
correctly. A README file on the system 
disk gives detailed instructions for for- 
matting ,5 ] U" disks. 

The instructions for the I.B. Drive 
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warn that you may have trouble reading 
with the ST MS-DOS disks that have 
been made on some IBM-compatible 
computers. If this occurs, you can for- 
mat a blank disk on the ST with the I.B. 
format program, copy the files of inter- 
est onto it with your MS-DOS machine, 
and then read them on the ST. We tried 
the I.B. Drive with a variety of files 
produced on an actual IBM PC. a Com- 
paq, and a very incompatible Tl Profes- 
sional and had no trouble going in either 
direction; no reformatting was neces- 
sary. 

Obviously, the I.B. Drive does not 
compensate for differences in software. 
For example, ASCII files produced by 
1st Word contain embedded carriage 
returns and arc not truly standard AS- 
CII. Thus, 1st Word reacts strangely to 
true ASCII files produced by another 
word processor like Multi Mate or Word 
Perfect. 

Likewise ST Basic will not run a to- 
kenized Basic file produced by Micro- 
soft Basic, although it will run Micro- 
soft Basic programs saved in ASCII 
format. Software compatibilities aside, 
we had absolutely no trouble reading or 
writing ASCII data files and even some 



Basic programs that were created on an 
IBM compatible on the ST. and vice 
versa. 

Summary 

While we did not run an exhaustive 
benchmark, read/write speed on the ST 
seemed to be practically identical to 
thai of our IBM compatible. 

The I.B. Drive uses the proven Teac 
drive mechanism which should be reli- 
able for many thousands of hours of use. 
We were pleased to see a quarter-turn 
lever to lock in the disks; in our experi- 
ence, this is a considerably more dura- 
ble mechanism than the more common 
flip-up door. I.B. backs up the drive 
with a four-month warranty. 

The drive measures a reasonably 
compact 12" X 6" X 27 2 " and is en- 
closed in a heavy gauge metal case. A 
red in-usc light shines on the front, 
while the power switch and cable termi- 
nations are on the back. 

All in all, we were very pleased with 
the I.B. Drive, its good performance, its 
reliable construction, and most of all, its 
ability to simplify the passing of data 
back and forth between the IBM world 
and the Atari world. ■ 



Paradox Microbyte W Disk Drive 



Paradox Enterprises has intro- 
duced a 5 '/ 4 " floppy disk drive for 
the Atari ST in two versions: 
Model A with 40 tracks (360K format- 
ted capacity) and Model B with 80 
tracks (1.2Mb formatted capacity). 
Like the I.B. drive, the 80-track version 
will read both 40- and 80-track disks, 
but will write only 80 tracks. 

Following the Atari design philoso- 
phy for better or for worse, physically, 
the drive is in two pieces, the drive and 
the power supply. The advantages of 
this approach arc that the drive itself is 
somewhat smaller and lighter than an 
integrated unit; the drive itself gener- 
ates virtually no internal heat; the pow- 
er supply can be put on the floor so stray 
radiation will not cause interference 
with your monitor; and the total length 
of power cord is over 1 1 feet. On the 
other hand, an integrated unit is tidier 
and more compact, and has fewer con- 
nections to come apart. 

Installation of the Paradox drive in- 
volves plugging the interface cable from 
the drive into the back of a 1040ST or 
into the Out connector on drive A of a 
520ST. In either case, the 5 l U" drive 







Price: $235 (40-track); $245 (80-track) 


Interface: Standard ST floppy disk drive 


connector 




Summary: Reliable 5% 


' floppy disk 


drive for Atari ST. 




Manufacturer: 




Paradox Enterprises, 


Inc. 


8444 E. 19th St. 




Tucson, AZ 85710 




(602) 721-2023 





becomes drive B in your system. The 
power supply (l 1 .5 vdc, l .95 a) must be 
plugged into an outlet, and the female 
connector plugged into the drive. No, an 
Atari disk drive power supply cannot be 
used with the Paradox drive or vice 
versa. 

Software and Documentation 

The Paradox Microbyte drive comes 
with three programs on a 5 'A" disk. The 
program PARADOX is in an AUTO fold- 
er and must be loaded into the AUTO 
folder on your boot disk (floppy or hard 



disk). This program slows down the 
stepping rate of drive B so that it runs at 
the same speed as a standard IBM drive 
and can read and write IBM-compati- 
ble disks. 

The other two programs on the disk 
are format programs. One simply for- 
mats disks in one of four formats: 40- 
track. single- or double-sided or, if you 
have the Model B drive, 80-track, sin- 
gle- or double-sided. The other format 
program formats a 40-track, double- 
sided disk with a boot sector added. 

Documentation with the drive is rep- 
resentative of all too many products we 
have seen in the Atari market, which is 
to say rather poor. The ten-page booklet 
(only five pages contain real informa- 
tion) explains how to unpack the box(!). 
connect the drive, format a 5V4" disk, 
and do minor troubleshooting. 

Note that it does not tell you how to 
boot the drive the first time, whether 
you can boot from the 5'/i" disk on 
which the boot program is furnished 
(you can"t because it is drive B), or how 
to boot from a hard disk. 

Performance and Reliability 

The read/write speed of the Paradox 
Microbyte was virtually identical to an 
IBM PC compatible, which is not sur- 
prising, as the stepping rate and storage 
format arc exactly the same. 

The drive mechanism in the Micro- 
byte is a Teac FD55BB, the same prov- 
en drive used in many clones and in the 
I.B. Drive. This mechanism uses a reli- 
able quarter-turn lever to lock in the 
disk rather than the flimsier flip-up 
door. Paradox offers a six-month war- 
ranty on the drive. 

The drive measures 10" X 6" X 2.5" 
and has a strong metal case. The exter- 
nal power supply measures 3.5" X 2.8" 
X 2.3" which negates some of the ad- 
vantage of the small size of the drive 
case. 

On the front is a red in-use light, 
which also flickers very dimly when the 
drive is turned on. A nice, long 30" con- 
nector cable is permanently attached to 
the back of the drive. 

We used the drive to pass IBM-com- 
patible data to and from a clone and had 
no trouble either reading or writing. We 
also used the drive with PC-Ditto to run 
IBM software on the Atari ST, also 
with perfect success. 

We would like to sec better documen- 
tation, but on all other fronts the Para- 
dox Microbyte performs well. It is rug- 
gedly built and sits nicely in a 
specialized niche in the ST market. ■ 
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Some of the following problems 
can be solved in your head, some 
require pencil and paper, and still 
others require that you write a comput- 
er program. How many can you solve? 
Answers are on page 77. 



Bobbi's New Car 

When Bobbi bought a new Nissan 
Maxima, she planned to pay S16.000 
cash for the car from her savings ac- 
count. However, the manager of the car 
dealership told her that she would be 
better off putting the $ 1 6,000 into a 7% 
CD (certificate of deposit) and financ- 
ing the car on a four-year loan at the 
current car loan rate of 10%. In this 
way, he said, she would collect over 
$1600 more interest than she paid, be- 
cause the interest on the car loan would 
be computed on a declining balance 
whereas she would collect compound 
interest on the entire $16,000. What 
should Bobbi do? 




By DAVID H. AHL 





r- \ , 





Square Difference 



Many numbers can be written as the 
difference of two perfect squares. For 
example: 5 = 9 - 4, 20 = 36 - 1 6, or 21 
= 25-4. Between 1 and 1000, how 
many numbers can be written as the 
difference of twosquaresand how many 
cannot? What is the general rule that 
describes the numbers that cannot be 
written as the difference of two 
squares? 



Condo Numbers 

The builder of a new development of 
100 condos sent Sam out to buy brass 
numbers for each unit. If the units are 
numbered from 1 to 100, how many of 
each digit (0 to 9) must Sam buy? At 79 
cents each, how much will the numbers 
cost? 



Same Result 

What number, when subtracted from 
100, gives the same result as when it is 
multiplied by 100? 



The Weigh In 



The weights A. B. C. D. and E repre- 
sent 1 . 2, 3, 4. and 5 pounds, though not 
in that order. From the scales shown in 
Figure I, can you correctly name each 
weight? 



Figure 1. 




1 



I 5 





Fractional Sum 

What is the sum of this series if it is 
carried on "forever?" 

I - % + % - % + 7.6 - V 3 2 + • ■ . 



Largest Area 



A quadrilateral has sides of length 
5". 5". 1 ", and 7", in that order. What is 
its maximum possible area? What is the 
maximum area if the sides are 3", 6", 
2", and 7" long? 
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ection 



Hints and a few Msmall hardware projects 

to help M your ST communicate 
with the outside world 



l a computer flea market, you 
see a Diablo 1650 printer/type- 
.writer in excellent shape. The 
owner has been using it with a TRS-80 
Model III and wants 200 bucks for it. 
He knows it connects to a serial port 
because that's how he had it connected 
to his Model 111. but that's all he can tell 
you. You know this would be a terrific 
deal if you could hook it up to your 
520ST. But can you? 

A liquidator is having a closeoul sale 
on NEC 8201 laptop computers (simi- 
lar to the Radio Shack Model 100) for 
$249 each (original price $799). You'd 
love to get one for writing letters and 
memos on plane trips and for collecting 
data from your customers if only you 
could transfer the information into vour 



1040ST when you got back home. But 
can you? 

You have a US Robotics modem in 
the closet that has been gathering dust 
ever since you stopped using your Spcc- 
traVideo computer. Unfortunately, the 
dog mistook the colorful connector ca- 
ble for some new-fangled collar and 
chewed it up ages ago. You'd sure like to 
use the modem with your ST to check 
out some of those new Atari SIGs that 
Anderson wrote about in the last issue 
of Explorer. But can you? 

To all of these questions, the answer 
is "yes." Moreover, you can make the 
necessary cables yourself and gain a 
good understanding of how your ST 
talks to other devices in the process. 
How, you say? Read on. 



By RALPH TENNY 
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Photo 1. The business ends of a printer cable. 




The Atari ST is a very powerful com- 
puter which just happens to be easier to 
inter-connect with external hardware 
than many other computers. But before 
1 give you the specifics, let's have a 
quick look at the interface ports that 
make it all possible: 

•Standard serial port. This port al- 
lows you to connect a modem, serial 
printer, or other standard RS-232 de- 
vice to your computer or to create a 
local direct link between computers. 

•True parallel port. This port, which 
is available for a parallel printer, is bi- 
directional rather than output-only like 
normal Centronics printer ports. 

• MIDI port. This port can be used as 
an interface for a musical instrument. It 
offers a high speed asynchronous serial 
current loop. 

• DMA (Direct Memory Access). 
This parallel port is capable of very high 
speed communication. It is usually used 
for a hard disk drive. 

• Disk port. This port is designed for a 



DATA 
STROBE' 

BUSY 
ACK* 



The Atari ST is a very powerful computer which just happens to 

be easier to inter-connect with external hardware than many other computers. 

floppy disk drive. It can be used for 
other purposes, but to do so requires the 
addition of new drivers to the operating 
system. 

• Joystick ports. These ports are used 
for a mouse, joysticks, and remote sen- 
sors. 

The ST comes with a fully-compati- 
ble mouse, and connection of Atari flop- 
py drives is very straightforward, so the 
first interfacing task most users face is 
that of connecting a printer to the ST. 

Building a Parallel Printer Cable 

Nowadays, all popular parallel print- 
ers use the Centronics parallel port. It 
consists of eight data lines and two spe- 
cial signalling lines. It transfers one 
byte — eight bits — at a time, under con- 
trol of the two signal lines. Figure 1 
shows the connections, and Figure 2 
shows how data is transferred. 

Note that two of the signals include 
an asterisk (*) as part of the signal 
name, indicating that the signal is active 
low. An active low signal is normally 
high, and changes to low to signal an 
event. 

Also note that the waveforms shown 
in Figure 2 have time marks (tO, tl, t2, 
and t3) associated with them. When the 
computer tries to send data to the print- 
er, the following things happen: 



Figure 1. Centronics printer port 
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Figure 2. Printer input waveforms. 
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1. The computer checks the BUSY 
line; if it is high (logic one), the comput- 
er waits a while and tries again. 

2. At time tO, when the computer 
finds busy low (logic zero), it writes 
one byte to the eight data lines (time 1 1 ) 
and then strobes (sends a short pulse to) 
Pin 1 of the port (t2). 

3. When the strobe line goes low, 
the printer reads the data lines and 
sends one byte off for processing. (Not 
all data sent to a printer is printed; some 
bytes are special control codes.) At the 
same time (t2), the printer sets the 
BUSY line high to prevent the data from 
being changed until processing is fin- 
ished. 

4. As soon as the printer finishes pro- 
cessing the byte of data, it pulses the 
ACK* (Acknowledge) line low (t3) and 
soon sets the BUSY line low again, allow- 
ing the next data byte to be sent. (Actu- 
ally, the ST does not use an ack* signal; 
it reads onlv the BUSY line. See Figure 
2.) 

Note that in Figure I each data line is 
paired with a ground connection. Figure 
3 shows the schematic for a flat or rib- 
bon cable to connect a Centronics-type 
printer to the Atari ST. Note that the 
signal lines alternate with ground wires, 
which happens automatically when a 
flat cable is used. 

Photo 1 shows the two different con- 
nectors at opposite ends of a ribbon ca- 
ble. At the printer end (left) is a blue 
ribbon connector, and at the other end is 
a DB-25 type, a style that is most famil- 
iar as a connector on RS-232 serial de- 
vices. On the ST, the computer end of 
the serial cable is a female connector 
(sockets), and the printer cable is male. 

If you want to build a printer cable 
for your ST. I recommend that you start 
with a flat cable, because it is easier to 
work with. The cable can be up to 6' 
long, but don't make it longer than you 
need for your particular computer set- 
up. 

Figure 4 describes the parts you will 
need for the cable and lists the corre- 
sponding Radio Shack part numbers for 
your convenience. Because the ST 
printer port and the printer connector 
have matching pinouts, using a ribbon 
cable automatically gives you the sche- 
matic shown in Figure 3. 

Two kinds of cable are available — 
multi-color ribbon like that shown in 
Photo 1 and single-color (blue or grey) 
cable like that shown in Photo 2. With 
the kind of connector we will be using, 
the single-color seems to work better. 

The cable is very easy to build. Begin 



Photo 2. The connector helps align the cable during assembly. 




Figure 3. Printer cable schematic. 
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Figure 4. Parts list for printer cable. 



Description R/S Part No. 

DB-25 male connector 276-1559 

"Blue Ribbon" male connector 276-1533 

25-conductor flat cable 278-772 
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by cutting the flat cable to the length 
you need; cut straight across with heavy 
duty scissors. No matter which color 
cable you use. one edge wire will have a 
distinctive marking. Study both connec- 
tors until you can identify Pin I of the 
connector. Be sure to keep track of Pin 1 
during assembly, and place the connec- 
tor over the cable so that the marked 
wire will connect with Pin 1. 

Photo 2 shows a close-up of one of the 
connectors with the cable inserted. 
Note that the connector is not engaged 
fully, but the top part of the connector 
has grooves which help align the cable. 

Carefully maintain this alignment as 
you place the connector and cable into a 
vise as shown in Photo 3. Very slowly 
lighten the vise until tiny clips on the 
connector ends engage, locking the con- 
nector closed. Use only enough pressure 
with the vise to close the connector; ex- 
cess pressure may crush the connector 
or bend the pins. 

Do the other end the same way, mak- 
ing sure that the marked wire fits into 
Pin I on the second connector also. 
That's all there is to it— instant cable 
with no soldering! 

Building a Serial Cable 

There are basically only two kinds of 
serial cables— one that allows comput- 
ers to talk to each other and one that 
allows computers to talk to peripheral 
devices like modems and serial printers. 

Figure 5 shows two elementary con- 
nector pinouts — one for computers and 
one for peripheral devices. The comput- 
er sends out serial data on Pin 2 and 
receives on Pin 3: peripherals receive on 
Pin 2 and send on Pin 3. Both types of 
devices use Pin 7 as circuit common or 
ground. 

Communication between two ma- 
chines is very easy if there is not a speed 
problem. For example, if a printer can 
print at 50 characters per second and 
the computer is sending at 300 baud (30 
characters per second), typically, no 
handshaking is needed. In other words, 
the computer does not have to wait for a 
Ready signal before it sends the next 
data byte, because the printer is pro- 
cessing data (printing characters) fast- 
er than the computer is sending them. 

But 300 baud seems a painful com- 
promise when you know that the ST can 
send at 9600 baud. To alleviate this 
pain, you might try a print spooler pro- 
gram, which runs in the background 
and sends data to the printer when it 
needs it, so you can compute and print 
at the same time. Another solution is a 



printer buffer, which reads in a whole 
file at high speed and sends it to the 
printer as it needs it. 

Both the print spooler and the printer 
buffer require some kind of handshak- 
ing signals to prevent data from being 
lost. The RS-232 standard defines some 
extra signals to provide for handshaking 
and modem communications. 

Figure 6 shows the additional con- 
nections defined for RS-232 use as im- 
plemented on the ST. The new signals 
are: 

• RTS (Ready To Send). A signal 
sent by the computer to say '"computer 
ready." 

•CTS (Clear To Send). Sent by the 
peripheral to indicate Not BUSY. 



Photo 3. Squeeze only hard enough 
to close the connector. 




• DSR (Data Set Ready). Peripheral 
ready. 

• DTR (Data Terminal Ready). 
Computer ready. 

• DCD or CD (Carrier Detect). The 
modem has detected a carrier tone, 
which means that an outgoing call has 
been answered by another modem. 

• Rl (Ring Indicator). Modem has 
been called by an outside line or another 
computer (incoming call). 

Without special software or a hard- 
ware adapter, the CTS signal does not 
work properly on current ST models. 
This input would normally come from 
the busy line of the printer, the status of 
which changes only when the printer is 
BUSY or the buffer is full. The current 
ST operating system, however, expects 
the status of this line to change after 
each byte is sent. 

This minor anomaly has been cor- 
rected in the new Mega ST machines, 
and owners of older machines who pur- 
chase new ROMs to support the Blitter 
chip will find that the CTS signal is 
handled correctly as well. 



Building an ST Modem Cable 

Figure 7 shows the schematic of a 
modem cable for the ST. Note that the 
connections all go straight through, so a 
flat cable can be used. Unlike the print- 
er cable, the modem cable can be almost 
any desired length up to about 50'. 

Figure 10 lists the part numbers and 
descriptions of the parts needed to build 
this cable. The parts list includes con- 
nector hoods, which dress up the con- 
nector and support the cable against 
handling stress. I strongly recommend 
the use of hoods on any cable you intend 
to keep for any length of time. 

Computer-to-Computer Communication 

Serial communication between two 
computers can be easy or tricky, de- 
pending on which two computers you 
use. The problems can be caused by 
hardware (incompatible connectors) or 
software (differences in the operating 
systems). I recommend that you use a 
communications or terminal program 
such as ST- Talk on the ST. This type of 
program automatically captures data 
from the serial port and saves it in a 
buffer. You can then save the data in a 
file under the control of the same pro- 
gram. 

Figure 8 shows the schematic of a 
cable that allows me to upload from my 
Radio Shack Model 100 laptop comput- 
er to my ST. In fact, this article was 
started while I was on an auto trip! 

Note that the connections in Figure 8 
do not go straight through. You will 
need to use regular (round) multi-wire 
cable and DB-25 connectors with solder 
connections (as shown in Photo 4) or 
crimped pins. Be sure to use a cable 
which has stranded (not solid) wires. 
Figure 10 is a suggested parts list for 
this cable. 

Building a Null Modem 

A null modem is a short cable that 
has special interconnections which sim- 
ulate a modem link. The schematic for a 
null modem is shown in Figure 9. If you 
build such an adapter, using the parts 
suggested in Figure 10. you can use the 
cable described by Figure 7 along with 
the adapter. 

Provided that the connectors on both 
computers are compatible, the null mo- 
dem/cable combination should solve 
most connection problems involved with 
data transfer between computers. If 
both computers have terminal pro- 
grams (one is built into the Model 1 00). 
it should be easy to transfer files both 
ways. ■ 
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Photo 4. Some DB-25 connectors require soldering. 




Figure 5. Connector pinouts. 
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Figure 6. Pinouts for RS-232 connectors. 
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Figure 7. Communications cable. 
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Figure 1 0. Parts list for RS-232 cables. 1 


Description 


R/S Part No. 


DB-25 female connector, flat cable 


276-1565 


DB-25 male connector, flat cable 


276-1564 


25-conductor flat cable 


278-772 


DB-25 female connector, stranded cable 


276-1548 


DB-25 male connector, stranded cable 


276-1547 


7-conductor stranded cable 


None 
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By TED CHIPPS 



The Superbase Personal Rela- 
tional Database System from 
Progressive Peripherals and 
Software has all the earmarks of a best 
seller. I predict that it will win the 
hearts of the point-and-click executive 
elite and all others who either hate to or 
don't know how to type, but who never- 
theless require a powerful relational da- 



tabase for data storage and manipula- 
tion. 

This extraordinary program practi- 
cally eliminates typing except for cer- 
tain values, passwords, and regular data 
entry work. Unfortunately, however, 
the designers of Superbase Personal did 
not include a scanner with which to read 
your mind, so from time to time you will 
have to type in the words and numbers 
needed to make the program work for 
you. 

Novice database users and busy busi- 
nessmen will also love this program. A 
combination of pull-down menus and 
dialog boxes lets you issue highly com- 
plicated commands to Superbase Per- 
sonal quickly, easily, and almost magi- 
cally, using only the mouse. Yet. total 
keyboard control, using Alternate key 
and letter codes, is available for those 
who prefer not to remove their hands 
from the keyboard. 

Yet. all of the features listed above 
are really just extras: the most impor- 
tant thing about Superbase Personal is 
that it is a relational databr.se. This 
means that it is capable of searching not 
only the current file but all files that arc 
open and related by a similar field. This 
is an extremely useful structure and one 
that can save time — and often money — 
for those who want to integrate infor- 
mation from a variety of files in a single 
report. 

For example, if you run a small busi- 
ness, you might want to keep one list (or 
database) of customer names and ad- 
dresses for catalog and promotional 
mailings and another of the purchases 
those customers make for billing pur- 
poses. Instead of including each custo- 
mer's first name, last name, street num- 
ber, street name, city, state, and zip 
code in each file, you could assign each 
customer a unique customer number 
that would be included in both data- 
bases. 

Superbase Personal would then be 
able to create a report that would show a 
customer's name and address, list the 
products purchased along with their 
prices, and calculate the total cost. 

Using the above technique, you s ay^ 
time and computer memory space and 
reduce the possibility of error, because 
you do not have to enter, the name and 
address more than once. 

If you are new to databases, don't let 
this power intimidate you. The excel- 
lently prepared documentation includes 



four tutorials designed to demonstrate 
the utility and ease of use of the various 
facets of the program and to make a 
novice into an expert in relatively short 
order. 

To give you a feel for the variety of 
tasks you can accomplish and the ease 
with which you can accomplish them 
using Superbase Personal, I will discuss 
the tutorials in detail. 

Getting Started 

The first tutorial introduces you to 
one of the truly unique features of Su- 
perbase Personal, a VCR-like control 
panel that can, among other things, fast 
forward you through your file as fast as 
you want to go. The 12 buttons that 
make up the Control Panel — Current 
Record, Next Record, Previous Record, 
Fast Forward, Fast Backward, First 
Record, Last Record, Pause, Stop, 
Lookup, Filter, and External File — line 
up across the bottom of every screen. 

As you get started, you can test these 
handy point-and-click buttons on the 
three different displays through which 
Superbase Personal allows you to view 
your records. 

The availability of three screens is 
quite a bonus; most databases offer only 
two. All but the most rudimentary offer 
a version of what Superbase Personal 
calls Form View, a screen on which you 
can construct your own layout for re- 
ports and labels. 

For their second view, other pro- 
grams usually take one of two ap- 
proaches. They show either a vertical 
list of fields with corresponding data 
displayed alongside, which Superbase 
calls Record View, or a horizontal list of 
fields set up like the headers on a 
spreadsheet, which Superbase calls Ta- 
ble View. 

Each display offers advantages for 
particular kinds of files. For example, 
Record View, with its vertical field pre- 
sentation, favors a database with a large 
number of fields, because it allows more 
fields 10 be seen onscreen at once. Re- 
cord View, then would be ideal for per- 
sonnel files, doctors' and dentists' pa- 
tient files, and other databases that in- 
clude large quantities of information in 
each record. 

Table View, with its horizontal, co- 
lumnar display, is best for records that 
have fewer, shorter fields and more 
arithmetic features. Table View would, 
for example, present mailing labels very 
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well, because it would allow you to view 
the entire label in one line across the 
screen. 

The Main Display is your permanent 
window on your database. It is like a 
large worksheet 273 columns wide that 
allows you to view the records in your 
database. 

The field names, of which there can 
be up to 999 for each record, appear on 
the left-hand side with the data to the 
right. If data for a given field is longer 
than the window is wide, the program 
extends the information off to the right, 
and the scroll bar at the bottom of the 
window brings it into view. 

By turning off the Paging option on 
the Set Up menu, you can scroll the data 
in your file through each view using the 
buttons on the control panel. The Open 
Fields option on the Project Menu lets 
you select which fields you want to dis- 
play. 

The Key Lookup button (the boxed 
question mark) on the control panel is 
used to retrieve individual records. You 
enter a value for the field on which the 
file is currently indexed, and Superbase 
uses the index to find and display it. 

Another powerhouse command is in- 
voked by clicking on the Filter button 
located to the immediate right of the 
Key Lookup button at the bottom of the 
screen. The Filter allows you to enter a 
set of values — as simple or as complex 
as you like — that restrict the display to 
the records that match those values. 

Most other file managers can sort 
only one value in a particular field at a 
time. Superbase lets you sort on as 
many values as you can list in the 255- 
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column line. 

When you click on the Filter button, 
the Filter dialog box appears on your 
screen (see Figure I). It displays the 
field name panel, the operators, the val- 
ue box, and the main box. A Filter is 
created as you click on field names and 
operators and type in the desired values. 
The Filter command then appears in the 
main box. 

Because Superbase Personal uses fil- 
ters in several other functions, you will 
want to become adept at using this dia- 
log box. Once mastered and understood, 
the concept of the filter paves the way 
for more powerful relational com- 
mands, including Update and Query, 
which can involve multiple files. 



Creating a Database 

The second tutorial takes you 



through the creation of your first data- 
base, using data provided in a file called 
BANK.sbf. Here you learn that every file 
has three components — a data file, an 
index file, and a definition file, usually 
referred to as the "file definition." 

The data file holds the actual record 
data that you key in through the Record 
Menu options. 

The index is a separate file that is 
related to the main data fields, and 
there can be up to 999 index files for 
each data file. This is important, be- 
cause index fields provide a quick way 
to look up individual fields and a se- 
quence for the presentation of records. 
Alas, the more indexes you use, the 
longer it takes to sort through your data. 

When you begin creating your data- 
base, the File Definition panel requires 
you to categorize your fields as one of 
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four main types — text, numeric, date, 
or external (see Figures 2-5). You sim- 
ply point and click on your choice. 

Any of these fields (except external) 
can have a validation or calculation for- 
mula attached to it (see Figures 6 and 
7). Once again, you have only to point 
and click until the information you want 
appears on your screen. 

The External File system of Super- 
base Personal is a boon to those who 
need to access documents — even pic- 
tures — from outside the program. It 
permits access to files produced by oth- 
er programs, including paint and draw 
programs and word processors. The Ex- 
ternal File sample (sec Figure 8) dis- 
plays some interesting pictures and 
demonstrates how useful this program 
can be to realtors, artists, or others who 
rely on graphics as well as text and nu- 
meric data in their businesses. 

Manipulating Records 

The third tutorial introduces you to 
the Record Menu and teaches you how 
to create, edit, duplicate, and remove 
records from the database called Bank 
that you have created. 

The fourth tutorial covers all the sin- 
gle-file processing options on the Pro- 
cess Menu, leaving the two more com- 
plex multi-file options. Update and 
Query, for you to study and practice at 
your leisure. 

Query (see Figures 9 and 10) is said 
by the documentation to be the very 
heart of Superbase. The Query Filter 
allows you to include fields from more 
than one file in the Filter command line. 
More han 23 pages of the manual are 
devoted to how to use Query, but if you 
understand how to use the Filter dialog 



box, the actual execution of Query 
should pose no special difficulty. 

The decision on how best to use this 
feature is a very personal one that will 
depend entirely on the use you plan to 
make of your database system as a 
whole. The documentation points out 
that many, many volumes have already 
been devoted to the subject of effective 
use of databases, and the authors of 
Superbase Personal refer you to this 
library for more information on the top- 
ic. 

Ifthereisa weakness in the documen- 
tation, it is in this section. While the 
documentation correctly states that 
Query and Report are central to the 
concept of database management, it ne- 
glects to provide a tutorial on either. A 
short tutorial, leading you through Que- 
ry would have gone a long way toward 
dispelling any confusion about its use. 
Perhaps the authors thought that an- 
other tutorial would have made the 
manual too long or too tedious; perhaps 
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they will reconsider when they do an 
update. 

In the last tutorial, you create a new 
file into which you can then import 
data. The data comes from the sample 
file ADDRESS.sbf provided on the disk, 
so you learn how to export data as well. 

At the same time, the tutorial has you 
using some filtering techniques as you 
import the data into the file you have 
created. Then you print some of the 
imported records and labels for them. 
So, by the time you complete the last 
tutorial, you have had practice using all 
the important features of the program, 
and you should have a good idea how to 
begin creating a database with your 
own information. 

After taking all this space to extol the 
virtues of the tutorials, it seems almost 
redundant to say that the documenta- 
tion is terrific. In a humble sort of way, 
it even understates the incredible power 
of this program. 

The only caveat I offer is that you 
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Figure 6. Entering the validation formula for interest rate. 
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really should have a full megabyte of 
memory to make effective use of Super- 
base Personal (see Figure 1 1). Trying 
to create a database of any size on an 
unexpanded 520ST will surely lead to 
frustration. 

Special congratulations are in order 
for Simon D. Tranmer and Bruce Hunt 
for creating Superbase Personal and 
for Brian C. White for his marvelous 
implementation of the program undei] 
GEM. ^A 

Progressive Peripherals premises 
that there's more to come. Superbase 
Professional will feature an Applica- 
tion Builder thai will allow you to de- 
sign and draw business forms, a pro- 
gramming language with which you will 
be able to write program applications, 
and a word processor which will allow 
you to use your address file databases 
for mass mailings. Registered users of 
Superbase Personal will be able to pur- 
chase Superbase Professional at a re- 
duced price. ■ 
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Figure 9. The Query Definition dialog box. 
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VOLUME 7 NUMBER 5 ATARI EXPLORER 45 



PRODUCT REVIEW 



1st Word Plus 



GST Holdings has added all the bells and whistles needed to make 
1st Word a truly full-featured word processor 



Q 



Atari's 1st Word, the word pro- 
cessor thai came bundled with 
our first STs, has served Atari 
Explorer well. Because of its wide dis- 
tribution, we standardized on the pro- 
gram and have been using it for all our 
editorial work for more than a year. 

During that year. I have become 
quite accustomed to 1st Word and find 
that it does most of what I want a word 
processor to do. I do. however, realize 
that my requirements are relatively 
simple and that there are people for 
whom 1st Word just doesn't have 
enough features. 

For them (and for me, now that I 
have come to depend on it) GST Hold- 
ings has released 1st Word Plus, a full- 
featured word processor that can hold 
its own against the old fashioned con- 
trol-code ridden word processors that 
dominate other markets— and still be 
easy enough for a school child to use. 

I won't rehash the features of the 
original 1st Word, except to say that 
they arc all present in 1st Word Plus. At 
first glance, the screen layout and many 
of the menus look familiar to the user of 
the original program. But closer inspec- 
tion reveals some new menus and some 
extra choices under the old ones. 

When you first boot up the program, 
you will notice that the familiar 1st 
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Word font table is spread out horizon- 
tally across the lower half of the screen 
rather than perched vertically along the 
right-hand side. An additional line 
across the top of the table tells you what 
printer driver is installed and which port 
it is using. 

To the right of the font table is a new 
"key box." which allows you to space. 



return, delete, backspace, tab. and cre- 
ate a fixed space without touching the 
keyboard. I suppose you could use this 
device along with the font table for one- 
handed text entry, but so far, I have 
been unable to conceive of a really prac- 
tical use for the key box. 

Across the bottom of the screen are 
the function key icons with which you 
can turn on and off boldface, underscor- 
ing, italics, light face, and insert mode; 
delete a line; force a page break; center 
text; indent; and reformat your text. 

A handy new icon tells you when the 
Caps Lock has been activated, so you 
don't have to type a line in upper-case 
letters to find out that you have hit the 
Caps Lock key by mistake. 

The File Menu 

Under the File menu you will find the 
familiar commands that allow you to 
manipulate files, opening them, saving 
them, printing them, deleting them, and 
appending one to another. Two new en- 
tries in the File menu are Save and re- 
sume and Quit all. Layout has been re- 
moved and given its own menu. 

When you save a file using Save and 
resume, you are not automatically re- 
turned to the Item Selector when the 
save is complete. Instead, your window 
remains open, and you arc returned to 
the point at which the cursor was stand- 
ing when the file was saved. 

Save and resume has already saved 
me several hours' work by encouraging 
me to save frequently during summer 
thunderstorm weather. The few seconds 
I save each time the program does not 
force me to reselect the Hie on which I 
was working and then find the place at 
which I was working really seem to add 
up on a busy day. 

The other new command in the File 
menu. Quit all, allows you to close all 
open windows simultaneously and re- 
turn to the GEM desktop. You do get a 
chance to change your mind, so there is 
very little possibility that you will eradi- 
cate multiple files with a single stray 
mouse click. 

Quit all is a nice addition, but I doubt 
that I will ever consider it indispensable. 

The Edit Menu 

On the Fdit menu you will find the 
familiar, easy to use search and replace 
functions along with several nifty en- 
hancements. 
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A File Edit Block Layout Stale Spelling Graphics Help 




A File Edit Block Layout Style Spelling Graphics Help 
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Figure 1 The start-up screen displays the font table, key box. and 
function key icons. 



Figure 2. The Hyphenation option automatically hyphenates words to 
eliminate short lines. 



If you click on Hyphenation, each 
time you reformat a paragraph, 1st 
Word Plus will try to eliminate short 
lines by hyphenating long words. It al- 
ways asks permission before inserting a 
hyphen by displaying the word it wants 
to hyphenate and showing you just 
where it plans to do it. You can accept 
the recommendation, move the hyphen, 
or tell 1st Word Plus not to bother. 

The algorithm used for recommend- 
ing hyphenation, while not infallible, is 
quite respectable — about as respectable 
as the algorithm used by the mainframe 
on which we do our typesetting. Which 
is to say that you can trip it up with 
words like NeoChrome, but most of the 
time the breaks it recommends are cor- 
rect. 

One of the features I missed most in 
the original 1st Word was the ability to 
count the words in a document. 1st 
Word Plus counts not only words, but 
pages, lines, and bytes. It also tells you 
how much space you have remaining in 
RAM and on your disk. 

The process of setting "bookmarks" 
in your text to make it easier to move 
about in a large document has been 
streamlined. When you choose Set 
mark from the Edit menu, a dialog box 
appears and asks you to choose a num- 
ber (one to four) for that mark. When 
you want to return to one of your marks, 
once again, you simply click on the cor- 
responding number, and before you 
know it, you can be at the other end of 
your document. 

Goto page works similarly, with the 
obvious substitution of a page number 
for a mark number. 

The Block menu in 1st Word Plus is 
identical to its counterpart in 1st Word. 



You can mark blocks, either by using 
the rubber band or by clicking on Start 
block and End block. Once a block is 
marked, you can cut it, paste it, copy it, 
move it, delete it, find it. or hide it. 

The Layout Menu 

As mentioned above. Layout has 
graduated from a single dialog box to an 
entire menu. At the top of the screen 
you see the ruler line, displaying current 
margins and tab stops just as it does in 
1st Word, and you can still change the 
settings by clicking with the mouse. The 
difference is that now you can hide the 
ruler, if for some reason it offends you. 
Or, if you relate better to text than 
graphics, you can click on Show posi- 
tion and replace the ruler with a verbal 
display of page. line, and column num- 
bers. 

The Page layout option displays a 
form into which you can type your head- 



choose pica, elite, condensed, or ex- 
panded characters simply by clicking on 
the corresponding box, and when you 
do, the number of characters per line is 
automatically adjusted to create a 6V2" 
line. 

You can also change tab spacing, ad- 
just the length of your line, turn justifi- 
cation on or off, and set line spacing 
(from one to nine!). 

In my review of 1st Word 1.06 
(Spring 1987), I wished for a way to 
modify the default justification and line 
spacing settings. 1st Word Plus has 
made provision for this — sort of. By 
clicking on Read ruler, you can choose a 
file from the Item Selector and have 1st 
Word Plus read in the first ruler it con- 
tains. 

This technique works, but it doesn't 
take any less time than simply resetting 
the ruler, so I am still wishing for a way 
to make double-spaced, ragged right 



1st Word Plus can hold its own against the 

control-code ridden word processors that dominate other markets. 



ers and footers, specify top and bottom 
margins, etc. 

The Add ruler option gives you a 
great deal of control over the format of 
your document. Perhaps the most re- 
markable of the new features is the abil- 
ity to specify the pitch (number of char- 
acters per inch) of your output. You can 



text the default condition. 

Footnotes 

Having worked in academia prior to 
beginning my career in computer jour- 
nalism, I know that the feature of 1st 
Word Plus that will endear it to aca- 
demics and other scholarly types is the 
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Figure 3. The Statistics option offers a variety of information about 
your document. Note the position indicator at the top of the page. 

ability lo create footnotes in a totally 
painless manner. 

I have overseen the typing of count- 
less doctoral dissertations and watched 
the destruction of even more pages of 
carefully typed text when typists 
reached the bottom of the page only to 
discover that they had failed to leave 
enough room for the footnotes. 1st 
Word Plus eliminates this problem 
completely. 

To add a footnote to your disserta- 
tion, research paper, or scholarly arti- 
cle, all you need do is click on Add 
footnote. The program keeps track of 
the numbersand inserts them in order in 
superscript text right where the cursor 
is when you click. A footnote window 
opens at the bottom of the screen, and 
you type in the appropriate informa- 
tion. When the document prints out. the 
footnotes appear tidily at the bottom of 
the page. 

The Footnote format option displays 



Figure 4. The Add ruler option offers great flexibility in determining 
the layout of your document. 



ine an easier way to integrate the 
plagued things into any manuscript. 

The Style Menu 

The Style menu offers a choice of 
boldface, underlined, italic, light, su- 
perscript, and subscript type. If you 
have already typed a piece of text in one 
face and want to change, you simply 
select the section you want to change 
with the rubber band, click on the new 
face, and then click on Restyle. The 
change is effected instantaneously. 

You can also change the justification 
of your text from the normal left or 
right-and-left to right or centered. 

In addition, options that allow you to 
indent portions of text and reformat all 
or part of your document are available 
on this menu. 

Spelling 

Spelling is another new heading on 
the menu bar. When you first boot the 



// is somewhat disconcerting to find that the 

program questions the spelling of words like "color" and "center" 
and lacks such all-American entries as "baseball. " 



a box that allows you to specify how 
many lines you want above and below 
the footnotes and how long you want the 
rule between text and notes to be. 

I haven't typed a footnote in about 
ten years, but I can appreciate the utili- 
ty of this feature on behalf of those to 
whom they are important. I can't i mag- 



program. Load dictionary is the only 
option available. When you click on it, 
the bus\ bee appears for about half a 
minute. When it finally disappears, it is 
replaced by the Item Selector, which 
displays a list of available supplemen- 
tary dictionaries. 

At first, you will have no supplemen- 



tary dictionaries, so you just click on 
OK. If you read the documentation, you 
will discover that you must create a sup- 
plementary dictionary if you want to 
add your own words permanently. You 
will not, in all probability be able to 
figure out how to do it. 

I used the program for several weeks 
before I figured out that you must click 
on End spell check at the end of each 
session with Isi Word Plus to create 
and/or augment your supplementary 
dictionary. 

Whether or not you have added 
words of your own, you can check the 
spelling of the words in your document 
in two ways. You can either wait until 
the document is complete and then 
check the whole thing at once, or have 
the program check each word as it is 
typed. 

If you choose to wait until the end, 
you place the cursor at the top of the file 
and cither click on Check spelling or 
press Esc. Each time the program finds 
a word that is not in its dictionary, it 
stops and allows you to fix it, add it to 
your dictionary, or ignore it. 

If you don't know how to spell the 
word in question, you can choose 
Browse .... which opens the dictionary 
to a page filled with similar words. If it 
is not immediately apparent to you 
which word you want, you can ask the 
program to suggest a substitute or you 
can simply page through the dictionary 
until you find it. If it is a word that is 
spelled correctly, you can add it to your 
supplementary dictionary, cither by 
clicking on Add word on the main menu 
or ADD in the Browse . . . window. 

If you find the word you want by 
browsing, you just click on REPLACE 



48 ATARI EXPLORER NOVEMBER/DECEMBER 1987 



A file Eiit Block layout Style Spelling 6raphics Help 



O:\M0VBEC.87NUR0PLS.DOC 



[, . , .A. , , .A, , , ,A, , , ,A. , , ,A. . . ,A, . . ,A. , ,.A. . , .A, ...A. ,. ,A. . . , A. ,,] % 



I have overseen the typing of countless doctoral 
dissertations and Mitched the destruction of even nore pages of 
carefully typed text »hen typists reached the bottw of the page 
only to discover that there Nas not enough roan for the 
footnotes, [fillst Mord Plustfrl e 1 in i nates this problen 
completely.} 



Footnote i_ 



[.A. 



,. ■ . ,A, . , ,A, , , .A. . . .A, , . i A, . .] 

' Is t Uord Plus even allotts for Multiple-line footnotes; you 
can create fornats for your footnotes that are independent of 
the fornats used in the lain body of the document. I 
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Figure 6. The Browse . . . function allows you to search for the 
correct spelling of a word. 



and l he substitution is made for you. 

If you choose Continuous check, the 
program beeps when you type a word it 
docs not recognize and then offers you 
options listed above. This is the mode I 
prefer: the only disadvantage is that if 
you are a very fast typist, the warning 
beep is so short that you may not notice 
it. 

At first it is somewhat disconcerting 
to find that the program questions the 
spelling of words like color and center 
and lacks such ail-American entries as 
baseball and . . . well. America. This is 
easy to understand, however, when you 
remember that 1st Word Plus was de- 
veloped in the U.K. All you really have 
to do to remedy the situation is enter 
your own words and spellings (after 
checking them in a real dictionary, of 
course). 

I am a reasonably good speller, so I 
can't comment on the utility of this fea- 
ture for bad spellers; if nothing else, I 
guess it would help one decide which 
words to look up. I can say with certain- 
ty that it is useful for bad typists — of 
which 1 am one. The Isi Word Plus spell 
checker helps you catch transposed let- 
ters and omissions. It cannot, however, 
tell you that you intended to type an 
instead of and, so real proofreading re- 
mains a necessity. 

The Graphics Menu 

1 received a letter from one of our 
authors today. In an effort to catch my 
attention and make me feel guilty for 
not responding sooner to one of his que- 
ries, he pointed a graphic, guilt-induc- 
ing finger at my nose from the top of his 
letter. He then went on to explain that 
he had prepared the letter using hi 



Hard Plus. 

The program disk includes a desk ac- 
cessory called snapshot ACC, which 
can be used to save images displayed on 
the screen by GEM-based drawing 
packages. Images created with Degas 
can be captured using a special program 
called DI-GASNAP, which is also sup- 
plied. 

Once an image has been saved, it can 
be pasted into a document by clicking 
on Graphics mode and Read picture on 
the Graphics menu. Once pasted in, it 
can be moved about on the screen, and 
you can add text on and around it. 

This ability to integrate text and 
graphics will be of special interest to 
would-be desktop publishers — especial- 
ly those who don't need a wide variety of 
typefonts. 



Using the Program 

In use, 1st Word Plus is almost iden- 
tical to its predecessor, and users who 
A File Edit Block Layout Style Spelling uraphlcs 
pai\N0" °EC.87\MO PLS.MC 
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have mastered 1st Word will have no 
trouble whatsoever making the transi- 
tion to the enhanced version of the pro- 
gram. Files are, of course, totally com- 
patible. 

The only danger is that 1st Word us- 
ers will neglect to read the documenta- 
tion and miss some of the new features. 

I noticed onl> two slight differences 
in the actual performance of the pro- 
gram. One is that the delete line func- 
tion works a little more slowly than in 
earlier versions and ceases deleting lines 
the moment your finger leaves the F6 
key. There seems to be no buffer, so it is 
now unlikely that you will, as I have 
done many times, obliterate lines of 
wanted text by holding F6 down loo 
long. 

The other minor difference is that 
when you do a search and replace, the 
slider moves up or down the vertical 
scroll bar to indicate the progress of the 
search. This gives you something to look 
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Figure 7. Graphics can be added to text with the click of the mouse 
button. 
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at while your document is being 
searched, but really serves no useful 
purpose that I could discern. 

I have heard from several people that 
1st Word Plus is "buggy." so I have 
been on the lookout for peculiar behav- 
ior. The only thing I can cite is the 
refusal of the Item Selector to accept an 
extension on the directory line. 

If I type D:\NOVDEC.87\*.DOC in 
an attempt to display only my text files 
for this issue, that designation flashes 
on the directory line for a fraction of a 
second only to be replaced by D:\NOV- 
DEC.87\*.* which lists all the pro- 
grams, resource files, backups, etc. in 
that folder. These irrelevant listings 
soon cause the capacity of the directory 
window to be exceeded, leaving me at a 
loss as I try to remember whether I 
called the current "Sound Chip" file 
SNDCHP or SDCH1P (our typesetting 
program allows only six-character fi- 
lenames). 

The only other problem 1 had was an 
inexplicable crash that occurred as I 
returned to text mode after manipulat- 
ing some graphics. 



Save and resume has already saved me several 

hours' work by encouraging me to save frequently during summer 
thunderstorm weather. 



On the positive side, twice in the past 
week, a 1st Word Plus file on which I 
was working survived a brief power out- 
age, allowing itself to be saved on a 
floppy disk even though my hard disk 
had forgotten that it ever knew me. 

As for changes I would suggest for 
future versions, the only feature for 
which I still long regularly is the ability 
to create macros. How I would love to 
be able to define at the start of a review 
a short sequence of keystrokes that 
would substitute for the name of the 
product under consideration. Without 
macros, I have to type [fijlst Word 
Plus|fr]. for example, each time I want 
1st Word Plus to appear on the printed 

Yes, you can achieve the same effect 




If you're into programming, or if you want to be, 

you won't find a better system for your Atari ST 

than ALICE: The Personal Pascal 



Learn to Program 
Play with GEM 



Debug Easily 

Write Programs Faster 



"It is about as painless a method of learning Pascal 
as can be devised short of hypnosis. It works!" 

— Stan Veit, Computer Shopper Magazine 



ALICE The Personal Pascal $79.95 (USD) 



Looking Glass Software Ltd. 

124 King St N , 

Waterloo, ON N2J 2X8 

519/884-7473 

USA Orders Phone 

1-800-265-2782 



S5 Shipping. Textbook $19 95 
Also for IBM-PC ($95) 



Looking Glass Software 



with cut and paste and block copies, but 
only to a very limited extent. You can 
also substitute a single symbol — a curly 
bracket or an asterisk — for a frequent- 
ly-used sequence and then use the Re- 
place function to replace it with, in this 
case, the name of the product. This 
works reasonably well and is, in fact, 
what I usually do. The only drawback is 
that 1st Word Plus does not automati- 
cally reformat your text when such a 
substitution creates a long line. 

Documentation 

The User Manual is a three-ring 
binder enclosed in a sturdy slipcase. The 
text is professionally typeset and print- 
ed on heavy coated slock that will prob- 
ably outlast the magnetic medium on 
which the program is encoded. 

Sample screens and other useful ex- 
amples are plentiful and helpful. The 
information is well organized, and with 
the help of the seven-page table of con- 
tents. I had no trouble finding answers 
to all of my questions (except the one 
about creating a supplementary dictio- 
nary). 

1st Word Plus is, without a doubt, the 
best-documented piece of software for 
the ST I have seen to date. From layout 
to writing style to simple durability, it is 
a truly professional piece of work. 

The package includes two disks. Disk 
I includes everything you need for basic 
word processing. Disk 2 includes the 
snapshot utilities, printer drivers, and 
assorted odds and ends. 

1st Mail, which, although found on 
Disk 2. qualifies as none of the above, is 
a mail merge program for use with 1st 
Word Plus and 1st Word. I have not yet 
had an opportunity to try it out, so I will 
refrain from commenting further. Look 
for a short review in an upcoming issue. 

All things considered, 1 think 1st 
Word Plus is an outstanding package. 
Loaded with features heretofore avail- 
able only in expensive programs for 
powerful but pricey computers and in- 
disputably easy to use, the successor to 
Atari's modest 1st Word is a worthy 
contender in the continuing battle for 
word processing supremacy. ■ 
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With the introduction of the 
ST computers comes a new 
kind of computer language: 



"The most advanced, most 
powerful microcomputer 
your money can buy." 

— Creative Computing 



PRAISE. 



"The best hardware value of the year." 

— Infoworld 

"We have spent the last three months 
evaluating the Atari and have come to the 
conclusion that it can't be beat as a 
low-cost telecommunications terminal . 
drafting workstation, or for quick graphics 
visualization." — Microtimes 

"We are most impressed with the clarity 
of the graphics, with the speed of the disk 
I/O (input/output), and with the ST's 
value." — Byte Magazine 

"With the impressive ST. Atari has 
delivered on its promise of power without 
the price." Family Computing 

"Faster and with better graphics capabili- 
ties than an IBM /AT™, it could be a great 
vehicle for low -cost networks, desktop 
publishing and visual database manage- 
ment software." — Microtimes 

"All of the displays are clear, sharp, 
readable, and flicker free. We 
were particularly impressed by 
the clarity of the high-resolution 
monochrome." 

— Byte Magazine 



"The ST's readily apparent 
strong point is speed. Com- 
pared to the Macintosh™, 
working with the ST is extraordinary." 
— John Dvorak, San Francisco Examiner 




"Since the pinouts are standard, it is also 
possible for various software packages 
to support an even wider range of output 
devices — even faster printers and high- 
end plotters." — Microtimes 

"The ST is noticeably faster than the 
Macintosh, not only because of the faster 
clock rate but because it has a faster 
disk drive." — Personal Computing 

"The ST is an amazing bargain, much 
more of a computer 'for the rest of us' 
than Mac ever was." — Byte Magazine 

"From here on you had better think of Atari 
as a major player in the computer game." 

— Jerry Poumelle, Infoworld 

The 520ST™ with 5I2K of memory is 
under $800. The I (HOST" with a full mega- 
byte is under $/,()lH). No wonder the experts 

are impressed. , ^ 

To experience the ST excitement 

for yourself, see your Atari dealer. 

For the one nearest you,, 

call I 408-745-2367. 

9:00 AM— 5:00 PM 

Monday — Friday 

Pacific Time. ATARI 
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Technology So Advanced, It's Affordable. 
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PROGRAMMING 



Alice Pascal 



Looking Glass Software introduces a language 



that encourages structured programming practices 



Alice Pascal 



System: Atari ST 
Price: $79.95 
Summary: An excellent 

implementation of Pascal for 

beginners and advanced 

users alike. 
Manufacturer: 

Looking Glass Software 

124 King St., N 

Waterloo, ON N2J 2X8 

(519)884-7473 

(800) 265-2782 




This is a tale that begins at the 
dawn of computer history, when 
programmers fed stacks of 
punch cards to baleful looking ma- 
chines covered with flashing lights. Not 
long after those first computers did 
their earliest computing, it became ap- 
parent that programs written with GO- 
tos were frequently hard to read, hard- 
er to debug, and almost impossible to 
maintain. So, by the mid-sixties, the 
programming gurus had determined 
that to solve all possible programming 
problems, a language must contain se- 
quential execution, looping (FOR, 
WHILE, REPEAT) and decision (IF ELSE) 
structures. 

The Great Structured Language Debate 

The debate that surrounds structured 
programming sounds like the sort of ar- 
gument that should be relegated to the 
dusty technical journals decaying on the 
shelves of university libraries. And it 
would be, were it not for the efforts of 
companies like Atari, which have put 
computers in millions of homes and 
businesses. 

As a result, millions of people have 
learned to program in Basic, a program- 
ming language developed for nonpro- 
grammcrs at Dartmouth College— a 
programming language, which, with its 
line numbers and GOTOs, encourages 
the development of an unstructured 
programming style. 

If the use of GOTOs were the only 
point of contention in the structured 
language debate, we could all ignore it 
and go on to more important issues. 



This, however, is not the case. 

I am an electronics engineer, and my 
use of computer languages is purely 
pragmatic; I want the best tool for the 
job I'm doing right now. Being an engi- 
neer ha^ made me aware of the value of 
my lime, and as my familiarity with 
microcomputers has increased, I have 
learned that the biggest investment we 
make in them is not in purchasing them 
but in programming and using them. 

The real point of the structured pro- 
gramming debate then is that a lan- 
guage ought to be organized to keep you 
from wasting your lime fighting mis- 
takes and bugs. Also, it you should al- 
low you to create libraries of procedures 
and programs that you can reuse. 

The ideal language for a beginner to 
learn would be one thai encourages 
structured programming and teaches 
other useful concepts of software engi- 
neering. 

Niklaus Wirth designed Pascal to be 
a leaching language of just that sort. 
Pascal is strongly typed, which means 
that each variable is declared at the 
beginning of the program to be of a 
certain type: character, integer, real. 
Boolean, or user defined. The compiler 
or interpreter then checks to make sure 
variables are used in a way that is con- 
sistent with their declaration. 

The user may also define complex 
data types for easier solution of some 
kinds of problems. The data typing, er- 
ror checking, and structure of Pascal 
are all designed to make the computer 
do more of the work of eliminating er- 
rors and avoiding bugs. 

When it is 3:00 a.m. and what do my 
bleary eyes behold but a message from 
the compiler that I left a semicolon off 
of line 237. I wonder. I wonder why 
programmers have done so little to 
make their own work easier. I know that 
much of what I type into a program is 
for the benefit of the computer, and I 
realize that what I really want is a pro- 
gramming environment that will take 
the pseudo-code I use to describe pro- 
gram structure and turn it into a work- 
ing program. 

Introducing Alice: The Personal Pascal 

Looking Glass Software has granted 
most of my wishes with Alice: The Per- 
sonal Pascal. The Alice package con- 



By STUART DUDLEY DIMOND III 



52 ATARI EXPLORER NOVEMBER/DECEMBER 1987 



IPROGRAMMINGI 





Desk File Edit Structure Run Debug Help Go disc 






0| nain7 Untitled '. _1« 




Output 
















fcroora* proaran-Hane (input, output); 


C' 






nr 
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count :- 8; 










... < Hidden initialiration loop > ... 










[ Cross non-prines off the list > 










lor : := D to size do begin 










{ Found a nunber that hasn't been crossed > 


count = 18 








< off, so it nust be prine > 
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if flags til then begin 










orine := i ♦ i ♦ I; 








;1 Print out the prine > 










Mriteln(prine) ; i, 










k := 1 ♦ prine; 










{ Cross out all the nultiples of this > 










{ prine } < 
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Alice programming is done from templates. 

tains two unprotected single-sided 
disks, a tutorial manual, and user a 
manual. The configuration I use is a 
I040ST with a RAM disk just large 
enough to hold the help files. Alice will, 
however, run on a 520ST with single- 
sided disk drive. The programming en- 
vironment consists of a syntax-directed 
editor, on-line documentation, an inter- 
preter, and a dynamic debugger. 

The Syntax-Directed Editor 

Every Pascal program has a lot of 
overhead that helps to make it intelligi- 
ble but amounts to unnecessary typing 
practice for the programmer. The syn- 
tax-directed editor "knows" Pascal and 
is able to enter much of this overhead 
for you. 

When you load Alice, an edit window 
and an output window appear with the 
program template already in the edit 
window. The template looks like this: 

program Program-Name(input, output); 

(Comment that says what the routine does] 

Declarations 

begin 

Statement 

end. 

You begin entering your program by 
placing the cursor on the Program- 
Name placeholder and typing the name 
you arc giving the program. When you 
type at a location occupied by a place- 
holder, the editor removes it and leaves 
only what you typed. The Declarations 
placeholder marks the area where La- 
bel. Const, Type, Var, and Procedure 
declarations for the program are en- 
tered. Typing Const and pressing Tab 
causes Name = Constant; to appear. 

Similar templates exist for Label, 



Users can single-step and examine variables right in the source 
code. 



Alice Pascal is an ideal steppingstone to a 

higher level of programming skill— like learning to swim in a pool 
before facing the demands of a dip in the ocean. 



Type, and Var, and the template for 
Procedure is like that for Program. Lat- 
er when you type a procedure call in the 
program body, you hit Tab, and the 
parameter list you declared for the pro- 
cedure appears automatically. 

The editor contains templates for all 
the reserved words of the Pascal lan- 
guage. You never have to count Begins 
and Ends, because the editor puts them 
in their appropriate places when you use 
a construct that requires them. 

A warning is due here for those who 
are already skilled programmers. Dur- 
ing the past year I have spent a great 
deal of lime creating in myself the hab- 
its needed to write a program much the 
way Alicedocsil.lt took me about three 
days to relax, quit fighting the editor, 
and let it do the work. 

Beginning programmers will have an 
easier time and will not truly appreciate 
their good fortune until they have to 
program with an ordinary editor and a 
compiler. 

Alice maintains a history file as you 
type, and you can backup instead of 
deleting by pressing Undo. You can use 
Redo to restore what you have undone. 

One habit I have is giving procedures 
long names that describe what they do. 



This practice is made easy by the sym- 
bol completion function (F3) that fills 
in the rest of a symbol when enough has 
been to typed to identify it. There are 
also commands to hide blocks of code 
out of sight except for a comment de- 
scribing what they do. This is a feature I 
would be reluctant to use except in a 
very long program for which I needed 
hardcopy to convey the sense of the pro- 
gram without the details. Alice lacks a 
print command, so you must save a pro- 
gram as text and use a word processor to 
print the file, if you want a listing. 

Dynamic Help 

The dynamic help facility of Alice is 
immediately at hand as you enter a pro- 
gram. Instead of reaching for the Pascal 
reference manual or textbook, press the 
Help key. and you will be presented 
with a menu of help screens related to 
the context of the current cursor posi- 
tion. The 700 help screens alone will 
save beginners many hours. 

For example. What Can I Type will 
display a list of possible entries at the 
cursor, and Help On Last Error will tell 
you about your most recent mistake. 
Command Help summons a summary 
of Alice commands. 
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Output 






TRACE: print = I 
TRRCE; prine ■ 5 
TRRCE: print - 7 
TRACE: print = 11 
TRACE: prine " 13 
TRACE! prine = 17 
TRACE: print - » 
TRACE: print - 23 
TRACE: prine = 21 






, fiLICt's poMcrful trice facility allows you > 

< to execute * group of statencnts whenever > 

< * variable is changed ! > 
<»do If prine set begin 

MrltelnCTRACE: print ■ ', prine); 

end; >; 
{ Zero the nunber of princs found > 
fount := 0; 

7 Initialize the arrag of flags } 
•* Start off with all nunbers being prine > 
far 1 ft ta size da begin 

flagslil 8* true; 

end; * 
A Cross non-prlnes off the list > 
far 1 := to size do begin 

{ Found a nunber that hasn't been crossed r 

{ off, so it nust be prine r 

if flagslil then begin 
prine '.- 1 ♦ I ♦ 3; 


5 




T. 
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naln? Untitled 



prajraw Proarwh> « "<"■ ' » n ufutl' 



dCsfiigflt-thtt nw 

iPstJ a ratlons 

Dtgin 

for vaxiablje := s 



end. 



BtatMMt 
end; 



Possible Input 



F 

KConnent> 
kilt 


i 




lease 

ponnto 
repeat 

jgcto 


•t 





Output 



Any change to any variable can be traced with user-written code. Alice permits programming to be done almost entirely from menus. 



The Interpreter 

When you have entered your pro- 
gram, you can run il by dropping the 
menu and selecting Run. by pressing 
Fl . or by entering the Run command on 
the command line. If you have prob- 
lems, several excellent built-in features 
arc available to facilitate testing and 
debugging. 

The Single Step mode, for example, 
permits you to step through the pro- 
gram following the cursor from one in- 
struction to the next. If >ou have a FOR, 
WHILE, or REPEAT loop, the Super Step 
mode will execute all the iterations of 
the loop as one step. 

Output can be logged to an output file 
by using the Log Output command, and 
variables can be examined during exe- 
cution by using the Immediate mode. 
Breakpoints can be set for debugging, 
and an extremely handy feature called 
Who Called Me can be used to track 
back from a procedure through a se- 
quence of calling procedures. This can 
be a sanity saver when tracking bugs in 
a large program where a procedure may 
be called by any of several other proce- 
dures. 

GEM Interface 

The simplified GEM interface that is 
included in Alice will be useful to begin- 
ners. It allows you to create windows 
and graphics even if you don't have a 
detailed knowledge of the guts of GEM. 

For example. AES routines that al- 
low you to display multiple windows of 
variable size complete with titles and 
scroll bars arc provided, and simplified 
graphics support offers five different 
coordinate systems, two of which pro- 
vide Turbo Pascal compatibility. A 



good balance has been struck here to 
allow the less experienced programmer 
access to some of the most enjoyable 



More About Pascal 



If you want to learn more about 
Pascal programming, tr> one or 
more of the books on the following 
list. 

Alice Educator is a Pascal text- 
book written to complement the Al- 
ice software package. If you are a 
beginning programmer and want to 
learn Pascal well enough to write 
programs occasionally, Alice Edu- 
cator will guide you to the level of 
skill you wish to achieve. The book 
contains a gentle introduction to the 
world of microcomputers and expla- 
nations of the theory of various as- 
pects of computing as well as the 
more specific material on Alice and 
Pascal. 

There are not as many examples 
as I like to see in a book for begin- 
ners, and some important topics are 
given only a theoretical discussion. 
Recursion is an example of one such 
topic that is treated this way. Alice 
Educator also neglects to introduce 
the student to the Backus-Naur For- 
malism syntax charts that so ele- 
gantly convey the syntax of Pascal. 

For the person who already has 
programming experience or for the 
beginner who wants become really 
proficient, I recommend Oh! Pascal! 
by Cooper and Clancy or Problem 
Solving and Structured Program- 
ming in Pascal by Koffman. These 



capabilities of the ST without requiring 

him to become a programming wizard. 

The more sophisticated programmer 



are books intended for introductory 
college courses in Pascal and will 
provide a foundation on which to 
build serious software engineering 
skills. 

Oh! Pascal! in particular contains 
a wide variety of programming ex- 
amples that you can study, and the 
authors have injected enough humor 
to lighten the task of learning the 
language. 

For the skilled programmer. Stan- 
dard Pascal: User Reference Man- 
ual by Cooper may be all that is 
necessary. It is a complete descrip- 
tion of the ISO Pascal Standard and 
comes with a handy programmer's 
reference card with all of Pascal pre- 
sented in BNF syntax charts. 

• Alice Educator: The Preferred 
Way to Learn Pascal. Looking Glass 
Software. Waterloo, ON. 

• Problem Solving and Struc- 
tured Programming in Pascal. Elliot 
B. Koffman. Addison-W'csley Pub- 
lishing Companv. Inc., Reading. 
MA. 

• Oh! Pascal.'. Doug Cooper and 
Michael Clancy, W.W. Norton & 
Company, New York, NY. 

•Standard Pascal: User Refer- 
ence Manual. Doug Cooper, W.W. 
Norton & Company, New York. 
NY. ■ 
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Desk File Bill 










■ .MuJ naln? nenu.ap 






s™« 


i : inte 


Undo I 










Running 


:•: 




jpage ; 

*rneln( 'Menus are easy'); 

MrltelnC *lth ALICE '); 

K Start up a OEM-Style application > 

jGenStart ; 

t{ Get a painter to a nex nenu bar > 


tcnus irt easy 
Hith ALICE 






r. 


n := NenHenuBar ; 

K Add the nenus, one by one > 

lAddtlenuCn, fl, ' Desk ', 'd: Menu Deno...'); 

AddNenutn, 1, ' File ', 's: Save 11: Load |- 

JAddHenufn, 2, ' Edit ', 'c: Cut Ip: Paste |- 

H Display the nenu bar > 

jDlsplaytlenuBar(n); 

K Loop until the user Hants to exit > 


lq: Ouit '); 
lu: Undo '!; 























An example of creating a menu bar. 



Desk File Edit Structure Run Debug Help So Wise 



nain? Untitl ed 



Type s on :- don't natch 

progran Prooran~Hane ( input, output); 

Krr 



1? 



Types on ;- don't natch 

You attenpted to assign a value to a variable, but the value had a 
different type than the variable, as In 

intvar := 3.4: {Can't assign real to integer} 

intvar :• '1'; {'1' Is char even though It looks integer} 

charvar :- 'hello'; {'hello* is packed array of char} 

This Is a fairly connon error. Check the type that has been declared 
for the variable. This oust natch the type of the value on the right 
of the assignment. Either change the value or change the variable 
declaration. 



For nore, choose 




Do nothing 

list of possible types 

'Possi ble variable foms 

23T 



A help screen exists for every error message. 



will appreciate the library of procedures 
that allow him to make use of many of 
the VDI functions. Calls to GEMDOS 
and the BIOS and XBIOS are support- 
ed through the CPROC procedure. 

One thing that Alice does lack is a 
Resource Construction Set. 

Documentation 

It is the nature of programming lan- 
guages that they can do more than can 
be documented by any reasonable ef- 
fort. The documentation with Alice as- 
sumes a knowledge of Pascal, so if you 
have not yet learned the language, see 
the sidebar on Pascal textbooks. 

The tutorial is a clear introduction 
with a slep-by-slep progression through 
the process of writing, running, and de- 
bugging a program. The user's guide 
gives a more detailed description of the 
features and describes the GEM inter- 
face. 

The GEM material is sufficient for 
those who arc satisfied with the simpli- 



fied interface. If you want to go deeper 
and use the library of VDI calls, howev- 
er, you will have to find further docu- 
mentation in other sources. 

The on-line documentation for Alice 
is so extensive that after a short start-up 
period you may never have to refer to 
the tutorial or user's manual again. 

Among the goodies you will find on 
the disk is a folder of sample programs. 
These give examples showing how to use 
the simplified graphic interface, how to 
display a file selection box, how to cre- 
ate a menu, and other useful tidbits to 
get you started. 

Another folder contains two large ex- 
ample programs — an inventory pro- 
gram and a painting program. The fold- 
ers Techtips and Libs contain tips and 
the CPROC routine that permits access 
to the GEMDOS, BIOS, and XBIOS 
calls. 

Who Should Buy Alice? 

Alice is ideal for beginning program- 



mers a much belter foundation for 
further learning than Basic. Even if you 
never attempt to move on to a higher 
level of programming skill, this package 
is worth having: it will make the time 
you spend programming less frustrat- 
ing, more productive, and more fun. 

If you have programmed in Basic and 
are thinking of buying the Atari develo- 
per's kit or a C or Modula-2 compiler. 
Alice is an ideal steppingstone to a high- 
er level of programming skill — like 
learning to swim in a pool before facing 
the demands of a dip in the ocean. And 
the Turbo Pascal-compatible mode 
makes it possible to write programs to 
use at school or work on a PC clone. 

As a programming environment for 
both beginners and advanced users, Al- 
ice is an outstanding effort. The skill 
and thoroughness applied to the cre- 
ation of this software package im- 
pressed me greatly. Now, if someone 
will just write a word processor that will 
turn an outline into a finished article . ■ 
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nalnT Untitled 












:iose(output); 

( Writing to nultlple HindOMS is a snap !> 
HewUlndoMtHlni, HDall, SB, 7BB, 288, 175); 
{NeHU|nd0M(uln2, UOsll. 358, 788, 288, 175); 
for I := 1 to 18 do begin 

Hrlteln(ulnl, 'I ■ ', 1); 

Mrlteln(*ln2, 'I » I = ', l»i); 

end; 






Output 




*l 


Output : 


X 


[ = 4 
I = 5 
I = 6 
I = 7 
I - B 
I = 5 
I - IB 




I * I = 

I * I = 
I » I = 
HI - 
1*1- 
I « I = 
I » I = 


16 
25 
36 
49 

64 
SI 
IBS 














r, 




A new GEM interlace allows simple programs to use windows. 



All graphics are done in GEM windows without extra work by the 
programmer. 
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Tackle Boxf^ 




A new utility from SRM allows Personal Pascal programmers to 
conform to the C style of programming on the ST 



If you use. have used, or arc consid- 
ering using the Personal Pascal pro- 
gramming language from Opti- 
mized Software Systems (OSS) for the 
Atari ST. you should know about SRM 
Enterprises' Tackle Box. 

Modestly described as "a utility for 
tackling your Personal Pascal prob- 
lems." this manual/software combina- 
tion contains reams of information ev- 
ery Personal Pascal programmer can 
use to take full advantage of the power 
of the ST. 

What can Tackle Box do for you? 
Before I tell you that. I should first 
explain a few things about Personal 
Pascal (which happens to be my favorite 
Pascal compiler for the ST). 

Background 

Introduced by OSS early in 1986, 
Personal Pascal offers a Spartan but by 
no means unfriendly programming en- 
vironment. While adhering closely to 
the ISO Pascal standard for syntax. 
Personal Pascal incorporates a substan- 
tial number of calls to the TOS operat- 
ing system, providing easy access to 
such standard GF.M features as win- 
dows, menus, and dialog and alert box- 
es. 

Those features that arc included are 
reasonably well documented. However, 
the Personal Pascal implementation of 
GEM is incomplete, and most program- 
mers arc eventually forced to resort to 
outside references (often several are re- 
quired) and inelegant AES_C'all and 
VDI_Call constructs to achieve their 
goals. Almost totally ignored by the 
Personal Pascal documentation are the 
GEMBIOS.XBIOS, and BIOS subsys- 
tems required for such basic system 
functions as file maintenance. 

Unfortunately for Pascal program- 
mers, the ST operating system is oricnl- 
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ed to the C programming language, and 
until now. conversion of C programs for 
the ST to Personal Pascal has been a 
tricky proposition. In converting many 
of the system calls to a format suitable 
for Pascal programming, the designers 
of Personal Pascal changed the "stan- 
dard" order of parameters and renamed 
the calls. In some cases several C calls 
have been combined into a single Pascal 
call, and while this makes the Personal 
Pascal programmer's life simpler for 
the most part, it can lead to communica- 
tion problems with other ST program- 
mers. 

What Tackle Box does in a nutshell is 
to permit Personal Pascal programmers 
to conform much more closely to the C 
style of programming on the Atari ST. 
Specifically, it provides easy access to 
the "C-standard" names and formats 
for all svstcm calls, including those to 
the GEMDOS, BIOS, XBIOS, VDI, 
and AES. This eases tremendously the 
task of converting C programs for com- 
pilation by Personal Pascal; only the 
syntax need be altered, and all system 



calls can be used intact. 

Tackle Box also includes a disas- 
sembler and an extensive math library. 
While the former wasn't available in 
time for this review, the latter is most 
impressive by itself well worth the 
purchase price. And as a bonus, an extra 
disk comes crammed with well-com- 
mented sample source code and com- 
piled programs. 

Documentation 

The 421 -page Tackle Box manual 
documents fully every single system call 
available to you in the ST operating 
system. The information is clearly pre- 
sented, well -organized, and coherent. 

Following the introduction are two 
pages of instructions that begin. "The 
installation of Tackle Box is a very 
straightforward procedure." Surpris- 
ingly, this is absolutely true. The two 
pages of instructions are more than ade- 
quate, especially given the detailed de- 
scriptions of all system calls that make 
up the bulk of the manual. 

The main body of the documentation 
is divided into sections, each of which 
describes one of the components of 
TOS: GEMDOS, BIOS. XBIOS. VDI, 
and AES. Within each section descrip- 
tions of system calls arc laid out conve- 
niently; each one starts at the top of a 
new page, and quite a few extend over 
several pages. 

The first line of each entry consists of 
the decimal opcode, a brief description, 
and a key word that gives the standard 
C function call name. The next line 
shows the type of call (function or pro- 
cedure) and the data type of the re- 
turned value, if any. Next comes an 
English-language description of the 
purpose of the call, complete with refer- 
ences to other relevant calls. 

Then the method required to use the 
call is presented along with complete 
descriptions of all required parameters 
and returned values. Next, restrictions 
are described, followed by the Imple- 
mentation, which lists any variables 
that must be declared and gives a brief 
example of the use of the routine in a 
program. In many cases, a more de- 
tailed example is also provided. 

By including the provided header 
files, you can call all of these routines 
according to the standard C format, us- 
ing names like Malloc( ). Fsfirst( ).and 
Gctrcz. 

The section that deals with the Virtu- 
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al Device Interface divides the VDI rou- 
tines into 1 1 libraries: Workstation, Po- 
lyline, Polymarker, Text, Graphic, Fill, 
Input. Inquire, Raster, Exchange, and 
Mouse. 

The section begins with a brief dis- 
cussion of such GEM programming 
concepts as device coordinates, work- 
stations, angles, polymarkers, raster op- 
erations, writing modes, and character 
cells. Next come detailed instructions 
on accessing the VDI from Personal 
Pascal, followed by 100 pages of docu- 
mentation of the calls themselves with 
examples of Pascal and C-style imple- 
mentations in all cases. A section on 
G DOS is not included, but will be added 
shortly. 

The 109-page documentation of the 
Application Environment Services 
(AES) routines is equally extensive. 
Again, we find 1 1 libraries: Applica- 
tions, Event management. Menus. Ob- 
jects. Forms, Graphics, Scrap. File Se- 
lector, Window management, 
Resource, and Shell. A more or less 
detailed discussion of the programming 
each call description is the same as that 



Until HOW, COnVerSiOn Of C programs for the ST to 
Personal Pascal has been a tricky proposition. 




principles involved precedes the list of 
calls for each library. The format of 
used in the VDI section, and Pascal and 
C-stylc examples are provided. 

The math library includes 1 4 trigono- 
metric functions, five power/logarith- 
mic functions, and base conversions of 
numbers from and to binary, octal, deci- 
mal, and hexadecimal. Additionally, 
there arc three sound and two time/ 
dale functions. 

A final miscellaneous category in- 
cludes functions to convert data be- 
tween strings and real numbers, and be- 
tween Pascal strings and C strings. Also 
included are routines to get the address- 
es of memory parameter blocks, proce- 
dures, the screen, C-type strings, and 
memory form definition blocks, and im- 
plementations of PEEK and POKE. An 



appendix includes TOS and Personal 
Pascal error codes, opcodes and page 
references for all system and Tackle 
Box calls, an 1 1 -page glossary and the 
index. 

The five example programs on the 
second disk are of great instructional 
value for the budding Personal Pascal 
programmer. Together they constitute 
over 180K of well-commented source 
code. Two of them, Quick TOS and 
VDI Help, come in the form of desk 
accessories, and the other three. Easy 
Sound. Mouse Form, and Dialer, are 
desktop programs. Compiled versions 
are also included. 

I can*t overemphasise that at a sug- 
gested retail price of $39.95 Tackle Box 
is an incredible value and a must buy for 
all Personal Pascal programmers. ■ 



ProCopy 



ST 

BACKUP 

UTILITY 

You can't backup your software 
because copy protection locks 
you out. ProCopy is the key! 

■ Protects against the accidental loss of 
expensive software 

■ Works with all Atari STs 

■ Copies both S/S & D/S disks 

■ Use with 1 or 2 disk drives 

■ Not copy protected 

■ FREE shipping and handling 

■ TOLL-FREE telephone number 

■ Updates are only $12 with return 

■ Orders shipped same day 

■ Disk analyze function included 






Dealer 

Inquiries 

Welcome 



and COD. 
orders 



5 34.95 



Call (800) 843-1223 

Send check for $34.95 (overseas add $2.00 lor air mail) to. 

PROCO PRODUCTS 

P.O. BOX 665. CHEPACHET, RHODE ISLAND 02814 USA 
(401) 568-8459 

Available the moving finger co 
Internationally Building 2 

in Europe Shamrock Quay 

and 



Southampton, SOl-lQL 
England 
Australasia Tel. 0703-227274 



TECH-SOFT 

COMPUTER WHOLESALE 

324 Stirling Highway 

Claremont 

Western Australia 6010 

Tel. 09-385-1885 



' by Dan Skelton 

Finally, a computer trivia game where the 
computer isn't trivial! 

QU1ZAM1 is more than a trivia quiz - it's a 
real strategy game for 1-8 players, 
includes 8 game boards,8 levels of difficulty, and 
nearly 2000 multiple choice questions on 2 disks. 
Also includes QUIZ K, a unique, easy to use 
program that lets you create your own question 
disks on any subject! QUIZ iM! features full 
color graphics and music. 

Throw away your dice and turn on Ql IZAM! 
- the first trivia game that belongs on a computer! 

". . . superior to other electronic and non-electronic titles 
. . .a much more entertaining and detailed game." -AHOY! 

"A great parly game that's educational as wellasfun." 
-Family Computing 

For the Atari ST - $35.00. 
Also for the Amiga, Apple II, and C64/128. 

Visit your retailer or call 800-245-4525. In CA, 800-562 11 12. 
Or send check/MO to: 



P.O. Box 57825 
Webster. TX 775S& 



Write to INTERSTEL for a free catalog! 
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XL/XE HARDWARE 



INTERFACES 

ICD 

P:R Connection $59.99 

Printer Connection 39.99 

Supra 

Microprint 34.99 

1150 39.99 

1151 (1200 XL) 39.99 

Xetec 

Graphix Interface 38.99 

Atari 

850 Interlace 109.00 

COMPUTERS 



ST HARDWARE 




Atari 130XE $ 135 

65 XE 89.99 

800 XL Call 

130 XE Package (Indus GT Drive, XMM801 
Printer, Joystick & Diskettes) 499.00 

XL/XE ENHANCEMENTS 

Axlon 32K Memory Board (400/800). 19.99 
Atari 80 Column Card 84.99 

MODEMS 

Atari 

SX212 300/1200 (ST) 89.99 

835 24.99 

XMM301 44.99 

Anchor 

VM520 300/1200 Direct Connect (ST) 129.00 

Volksmodem 1200 99.99 

Avatex 

1200 89.99 

2400 219.00 

Supra 

2400 AT (XL/XE) 159.00 

2400 ST (ST) 159.00 




520ST FM RGB/Color * ecn 
System *o59 

Includes: 520ST FM with ZW internal drive, 
Basic, mouse, RGB/Color monitor and 
modulator. 

520ST FM Monochrome System 509.00 

520ST FM Computer 379.00 

SM124 Monochrome Monitor 159.00 

SM1224 RGB/Color Monitor 299.00 

Call for current pricing on the full 
line of ST computers & peripherals! 



DRIVES 




Atari 354 $100 

SS/DD Disk Drive (ST) *1Z9 

Atari 

XF551 Drive (XL/XE) 179.00 

Indus 

GT Disk Drive (XL/XE) 179.00 

GT100 (ST) 219.00 

w/Sony 3W DS/DD 234.00 

Supra 

20 Meg Hard Drive (XL/XE) 659.00 

20 Meg Hard Drive (ST) 549.00 

30 Meg Hard Drive (ST) 759.00 

60 Meg Hard Drive (ST) Call 

Interface w/Boot Software (ST) 109.00 



PRINTERS 



Atari 

1020 XL/XE Printer/Plotter $34.99 

1027 XL/XE Letter Quality 119.00 

XDM121 XL/XE 199.00 




XMM801 $ 199 

Brother 

M-1109 100 cps (80 col.) 199.00 

M-1409 180/45 NLQ w/tractor 319.00 

HR20 22 cps Daisywheel 349.00 

Citizen 

MSP-10 (80 col.) 259.00 

Premier 35 cps Daisywheel 469.00 

MSP-15 40/160 Cps 379.00 

C.ltoh 

Prowriter 1550P (132 col.) 249.00 

Prowriter 8510SP Call 

Epson 

LX-800 150 cps 80 col Call 

FX-86E 240 cps 80 col Call 

FX-286E 240 cps 132 col Call 

EX-800 300 cps 80 col Call 

LQ-800 180 cps 24 wire Call 

HI-80 4 pen plotter Call 

NEC 

P660 (180 cps draft/65 LQ) 459.00 

P760 132 col (180 cps draft/65 LQ)609.00 
Okidata 

Okimate 20 129.00 

ML-182, ML-192, ML-193 Call 

ML-292, ML-293 Call 

Panasonic 

KX-1080! 120 cps 80 col 159.00 

KX-1091i 180 cps 132 col 169.00 

KX-1092 240 cps 80 col 319.00 

1595 200 cps 132 col 449.00 

Star Micronics 

NX-10 120 cps 80 col 159.00 

NX-15 120 cps 132 col..... 339.00 

ND-15 180/45 NLQ 419.00 






COMPUTER MAIL ORDER 



you want to talk to us. 



XL/XE SOFTWARE 




AtariWriter Plus $ 36" 

Access 

Leaderboard Golf $24.99 

Executive Disk 14.99 

Accolade 

Fight Night 18.99 

Atari 

E.T. Phone Home 6.99 

Various Titles from 2.99 

Batteries Included 

Paperclip w/Spellpack 39.99 

B-Graph 37.99 

Broderbund 

Print Shop 25.99 

Karateka 17.99 

Cygnus 

Starfleet 1 32.99 

Datasoft 

221 Baker St 1999 

Electronic Arts 

Touchdown Football 12.99 

Chessmaster 2000 25.99 

Infocom 

Zork III 24.99 

Microprose 

Top Gunner 18.99 

F-15 Strike Eagle 22.99 

Silent Service 21.99 

Origin Systems 

Ultima 4 36.99 

Roklyn SPECIAL 
Gorf/Wizard of Wor/AT Deluxe 

Anti-Sub/Journey to Planet (ea.) 3.99 

Strategic Simulations 

Colonial Conquest 23.99 

Sublogic 

Flight Simulator II 32.99 

Scenery California 14.99 

X-Lent 

Typesetter 21.99 



ACCESSORIES 



Maxell 

MD1-M SS/DD 5V«" $8.49 

MD2-DM DS/DD 5 1 A" 9.49 

MF1-DDM SS/DD 3V 2 " 12.49 

MF2-DDM DS/DD SW 18.49 

Sony 

MD1D SS/DD 5Va" 7.99 

MD2D DS/DD 5V«" 9.49 

MFD-1DD SS/DD 3 1 / 2 " 12.99 

MFD-2DD DS/DD 3 1 /2" 19.99 

Allsop Disk Holders 

Disk File 60-5V4" 9.99 

Disk File 30-3V2" 9.99 

Curtis 

Emerald 39.99 

Safe Strip 1999 

Universal Printer Stand 14.99 

Tool Kit 22.99 

ICD (XL/XE) 

Sparta DOS Contruction Set 28.99 

US Doubler/Sparta DOS 48.99 

Real Time Clock 48.99 

Rambo XL 28.99 

Multi I/O Board 256K 169.00 

Multi I/O Board 1 Meg 299.00 



ST SOFTWARE 



ST SOFTWARE 




Access - <£o/iqq 

Leaderboard Golf *Z4** 

Activision 

Music Studio 35.99 

Antic 

Flash 29.99 

Atari 

Algebra, Vol. II (Grades 7-9) 18.99 

Batteries Included 

Degas Elite 48.99 

Thunder 25.99 

Cygnus 

Starfleet 1 35.99 



Electronic Arts 

Gridiron Football. 



$36.99 




Broderbund 

Print Shop <ts*r-QQ 

for XL/XE *25»» 

Championship Wrestling 24.99 

Firebird 

Guild of Thieves 27.99 

Infocom 

Zork Trilogy 42.99 

Hitchhiker's Guide 27.99 

Michtron 

Major Motion 25.99 

Microprose 

Silent Service 23.99 

F-15 Strike Eagle 26.99 

Miles Software 

ST Wars 28 99 

Mindscape 

High Roller 31.99 

OSS 

Personal Pascal 46.99 

Paradox 

War Zone/Firebuster 27.99 

Progressive Computer 

Graphic Artist 1.5 139.00 

Psygnosis 

Barbarian 27.99 

Sierra 

Leisure Suit Larry 27.99 

Sublogic 

Flight Simulator II 33.99 

Timeworks 

Wordwriter/Swifcalc/Data Managerea. 49.99 

Unison World 

Printmaster Plus 26.99 

VIP 

Professional (GEM) 144.99 

X-Lent 

Typesetter 28.99 



In the U.S.A. and in Canada 

Call toll-free: 1-800-233-8950. 

Outside the U.S.A. call 717-327-9575 Telex 5106017898 Fax 717-327-1217 

Educational, Governmental and Corporate Organizations call toll-free 1-800-221-4283 

CMO. 477 East Third Street, Dept. A311, Williamsport, PA 17701 

ALL MAJOR CREDIT CARDS ACCEPTED. 

POLICY: Add 3% (minimum $7.00) shipping and handling. Larger shipments may require additional charges Personal and company checks require 3 weeks to clear, 
For faster delivery use your credit card or send cashier's check or bank money order Pennsylvania residents add 6% sales tax. All prices are U.S.A. prices and are 
subject to change and all items are subject to availability Detective sottware will be replaced with the same item only. Hardware will be replaced or repaired at our discre- 
tion within the terms and limits of the manufacturer's warranty. We cannot guarantee compatibility. All sales are final and returned shipments are subject to a restocking fee 



Software 

• 

J Lots of new entertainment software to put on your holiday gift list 
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System: Atari ST 

(color or monochrome) 
Price: $44.95 
Summary: Not very 

amusing graphic/ 

text adventure 
Manufacturer: 

Firebird 

P.O. Box 48 

Ramsey, NJ 07446 

(201)934-7373 



GRAPHICS 






Anthropologists and linguists tell 
us thai one of the most difficult 
things to transfer from one cul- 
ture to another is humor. My experience 
with Guild of Thieves confirms that 
even two such similar peoples as the 
British and the Americans, with their 
shared heritage and language, laugh at 
different things. 

Guild Of Thieves is from Firebird, 
the folks who gave us The Pawn, and is 
supposed to be both a witty and a wor- 
thy successor. Unfortunately. I can't 
find cause to say "aye" on cither count. 
The first indication that something 
strange, but not necessarily funny, is 
going on comes right at the beginning of 
the game. There is no way lo get from 
the boat to the shore without falling in 
the water; there are eight different di- 
rections you can go, and all end with you 
in the drink. Only after trying all eight 
will the Guild of Thieves master be- 
come tired of your splashing about and 



throw you onto dry land. 

In the 40-page instruction manual, 
which reads like a script from a bad 
Monty Python dream, there is a section 
( 1 4 pages) of what are called Guild Of 
Thieves cheat-sheets. The first item on 
the sheet is titled "How Do I Get Out of 
the Boat?" You get an idea where this 
game is headed when you find you need 
cheat-sheet help to accomplish the first 
minor task. 

But that's just the beginning. How 
docs the cheat-sheet answer the big 
No. I question? The solution is over 1 20 
letters and numbers that must be typed 
in exactly as they appear on the sheet. 
Good grief! 

As in The Pawn, the graphics arc very 
nice and handled in pull-down fashion. 
Also as in The Pawn, the adventure 
lakes place in the kingdom of Kerovnia. 

The moral of this story could be 
something like this: "To steal is neces- 
sary; to gel away with it divine"— prob- 



ably not the message we want the youth 
of America to carry next to their hearts, 
but then I'm sure nothing about this 
game is meant to be taken seriously. 

All movement is accomplished by 
typing commands, and the parser leaves 
quite a bit to be desired. I'd be willing to 
bet that the person who did the graphics 
and the one who designed the parser 
don't even know each other by name. 
There are items distinctly drawn on the 
screen the names of which the parser 
doesn't recognize. In the billiard room, 
for example, there appear to be two win- 
dows on one wall. The text description 
makes no mention of them, and when 
you try to look out the window, the 
game tells you that there arc none. 

This is probably just another example 
of British humor. Bui I didn'i wail 
around for the punchline. 

Rick Tererbaugh 
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Driving on an interstate highway 
ean be a harrowing expericnec, 
and there are times when I wish 
1 had an arsenal of James Bond-type 
weapons to clear a path to my destina- 
tion. SSI offers us just such an opportu- 
nity in their futuristic role-playing bat- 
tle! Roadwar 2 000. 

Your role is that of leader of a road 
gang that has been asked by the govern- 
ment to locate a group of scientists and 
bring them to a secret lab where they 
can develop a vaccine to neutralize 
deadly microbes. 

In scenes reminiscent of movies like 
"Road Warrior" and "Death Race 
2000." you and your gang must scratch 
and claw your way across a land that 
has been ravaged by nuclear and biolog- 
ical warfare, and your survival is any- 
thing but assured. Looting, shooting, 
and ramming with your vehicle are all 
easily justifiable behaviors; of course, 
you must remember that rival gangs 
possess the same weapons and will not 
hesitate to use them against you. 

You will find yourself frequently 
mourning the loss of your compatriots 
until you start to learn the strategy re- 
quired for success in this complex ad- 
venture. Among other things, you will 
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System: Atari ST (color) 
Price: $39.95 
Summary: Futuristic 
conflict on the highway. 
Manufacturer: 

Strategic Simulations 

1046 N. Rengstorff Ave. 

Mountain View, CA 94043 

(415)964-1353 



Roadwar 2000 



Road Marnorb 
Vehicles: 
Max : 
People: 

Max people: 33 

Food: 387 

Medicine: 1 

Tires: 4 

Fuel: 286 

Guns: 185 

Ammunition: 1416 

Antitoxin: 8 

Supplies: 783 

Free Space: 462 

Fuel usage: 18 



learn that you must stash supplies for 
later use in the cities through which you 
trek; ample raw materials arc the key to 
keeping a si/able band on the move and 
in good health. 

It look me a while to catch on, and at 
first I had trouble getting a good enough 
start to keep a game going. Frequent 



k 
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saves help, but you will find yourself 
regularly "resurrecting" your gang. 

Compared with the difficulty of 
keeping my group going, my other prob- 
lem was minor. The graphics through- 
out the game arc well done, but the icon 
that represents your convoy can gel lost 
amid the cities, mountains, and other 
onscreen terrain. This is most troubling 
when you are learning the game, and 
you do get used to it as you gain experi- 
ence. 

All in all. I found Roadwar 2000 to be 
a clean portrayal. It is an entertaining, 
if somewhat complex, bit of escapism 
that most SSI fans will enjov. 

Andy Eddy 



Atarians haven't heard much 
from game guru Chris Craw- 
ford in recent years, but I'm 
sure most serious gamers will agree that 
his latest release. Balance of Power, was 
worth waiting for. 

Balance of Power puts you in the 
White House or the Kremlin and gives 
you the power to make decisions with 
global consequences. Your goal is to win 
the respect of the other countries in the 
world, cither by lavishing military and 
economic support on their leaders or by 
assisting the subversive elements of 
their society in the same manner (there- 
by causing the overthrow of the current 
hostile regime). 

Anything you do is subject to the in- 




tense scrutiny of your counterpart in the 
US or the USSR, and in your quest for 
geopolitical prestige, you are bound to 
make some moves that will displease 
your opponent. In responding to his ac- 
tions, you can choose to back down or 
escalate to the next stage and precipi- 
tate a diplomatic crisis. 

In a diplomatic crisis, one side or the 
other will lose prestige by backing 



Balance Of Power 






System: Atari ST 
(monochrome 
or color) 
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Price: $49.95 
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detente 

Manufacturer: 

Mindscape 
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3444 Dundee Rd. 


EASE OF LEARNING 


60062 




(800) 221-9884 
(312)480-7667 
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down. If neither side backs down, the 
result is a military crisis. The two possi- 
ble outcomes of a military crisis arc a 
major diplomatic defeat for one side or 
a nuclear war in which both sides lose 

One of the introductory screens ad- 
vises that "people who attempt to play 
this game without reading the manual 
are wasting their time." Fortunately, 
the 88-page manual is readable as well 
as informative, so familiarizing yourself 
with the mechanics and assumptions of 
the game is not a chore. 

Balance of Power offers four levels of 
play— beginner, intermediate, expert, 
and nightmare — and one- and two- 
player options. 

Even at the beginner level, the only 
thing easy about Balance of Power is 
the mouse-controlled interface. You 
can point-and-cliek on a country to re- 
veal the stability of its government, the 
political leanings of its leaders, and oth- 
er important facts, or you can pull down 
menus to gather vital data about US 
and Soviet commitments throughout 
the world. 

Balance of Power is not for the casual 
gamer; it requires a significant invest- 
ment of time and intellectual effort and 
a real willingness to learn how a larger 
and much more important game is 
played. Andy Eddy 
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Q-Jtotf isa 3-D take-off on a bil- 
liards contest. U is played with- 
in a cube that has a pocket ai 
each corner a si ranee spatial 
representation that takes some getting 
used to. To aid in viewing the cube, you 
can rotale it in any direction (using the 
arrow keys), just as you would walk 
around a pool table to find your best 
shot, 

The goal (for one or two players) is to 
pocket the six red balls that appear on- 
screen at the start o\' play. With each 
red ball sunk, you gel a shot at the 
yellow ball for bonus points Points arc 
scored fur sinking balls in the pockets 
and for striking them straight on. and 
large point deductions are weighed for 
scratching (sinking the black cue ball) 
and for hitting or sinkinn the wrong 
ball. 

These tasks are quite difficult, and 
given the arena you are playing in, the 
entire game can be extremely unnerv- 
ing. The other factor that restricts your 
relaxation in gameplay is the 60-second 
timer that forces you to take a shot at 
the end of one minute, ready or not. 
Time is also factored into your score, so 
dawdling isn't recommended. 

Even if you get the hang of the vari- 
ous control keys and their functions (a 
reference card is provided), the intrica- 
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System: Atari ST (color) 

Price: $29.95 

Summary: Twisted billiards 

take-off 

Manufacturer: 

Mindscape 

3444 Dundee Rd. 

Northbrook, IL 60062 

(312)480-7667 

cies of Q-Ball are very difficult to mas- 
ter I had particular problems aiming 



the cue ball and rotating the plavfield. 

A "shadow" image of the cue ball 
acts as a cursor, showing where the ball 
will hit another ball. Sometimes it is 
nearly impossible to gel it set up where 
you want it especially with the time 
limit looming over you. 

With regard to rotation. I don't un- 
derstand why Q-Ball lets you fine scroll 
on the horizontal axis, but permits only 
l )()-degree spins on the vertical axis; pre- 
cision targeting is somewhat impaired 
because of this. 

Q-Ball is a quirky, twisted concept 
that will attract those who like their 
games weird, lor others, it will be a 
nightmare come true though you can 
turn this one off. Andy Eddy 



Ever since I played the first Roger 
Damon wargame back in 1 983. I 
have been entranced with the su- 
perb graphics and payability of this 
authors games. Mis first game. Opera- 
tion Whirlwind from Broderbund. did 
much to attract gamers who were sim- 
ply not ready to deal with the heavy 
gaming represented by the majority of 
wargameson the market. Damon's sys- 
tem made it possible for even the unini- 
tiated to latch onto a platoon of panzers 
and roll on down the road without plow- 
ing through voluminous rule books. 

Now. with the recent release of War- 
game Construction Set. Damon has al- 
lowed his enthusiastic followers to cre- 
ate their own unique scenarios, in one- 
and two-player versions, and from 
whatever period in history they prefer. 

In most cases, using the joystick, you 
will begin by choosing Draw Map from 
the main menu. You can choose one of 
nine scenarios and alter it or create your 
own terrain and battle conditions. 

War game Construction Set comes 
stocked with every type of terrain from 
roads, rivers, and forests to mines, 
bridges, and buildings. In addition, the 
program offers a seemingly endless se- 
lection of 78 different icons represent- 



Wargame Construction Set 




GRAPHICS 

System: Atari 8-bit 

computers 

Price: $29.95 

Summary: Creative fun for 

wargame enthusiasts. 

Manufacturer: 

Strategic Simulations. Inc. 

1045 N. Rengstorff Ave. 

Mountain View. CA 94043 

(415)964-1353 



ing everything from tanks, infantry, and 
helicopters to ancient Romans and ar- 
chers. There are also a few futuristic 
aircraft suitable for fantasy and science 
fiction scenarios. Each unit can be edit- 
ed to give it the qualities of attack or 
defense you desire. 

By far the most rewarding feature of 
I he package is the case with which you 
can develop the terrain map. Your max- 
imum working area is just under two 
screens wide and close to three deep. 

The terrain icons consist of roads, riv- 
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System: Atari ST Manufacturer: 



Price: $39.95 
Summary: Well- 
designed arcade 
game with great 
graphics 



MichTron 
576 S. Telegraph 
Pontiac, Ml 48053 
(313) 334-5700 



Your assignment in Goldrunner, 
a fine-scrolling arcade shoot- 
out, is to save the universe — 
certainly not a new premise in 
game ware. 



ers, hilltops, crests, buildings, woods, 
mines, bridges, and objectives. You can 
also alter the color of the terrain to suit 
the scenario. The only problem is that 
this color function also alters the unit 
icons, so you have to be careful not to 
alter ihe ones you want to use too much. 

By far the most important aspect of 
the game is how you define the capabili- 
ties of both friendly and enemy units. 
Fine- tuning iheir relative strengths can 
be quite a delicate operation if you want 
the result to emulate historical events. 
You do. however, have plenty of time to 
test and retest the results, and if you 
find things going too well for the enemy, 
you can simply go back to the drawing 
board and alter his aggressiveness or 
firepower slightly. Anything is possible 
with this game system, but small tacti- 
cal scenarios seem to suit it best. 

SSI reports that there was a bug in 
the Scale function of some of the early 
shipments of the package. The problem 
has been eliminated, however, and SSI 
advises that defective disks can be re- 
turned for replacement. 

All in all. Wargame Construction Set 
is a fine product that will do much to 
entice novice wargamers into the 
fold . — George Bradford 



What is refreshing is how clean the 
movement and graphics arc. Its displays 
are richly painted with pastel colors; the 
background scenery is sharply detailed, 
displaying machinery and other graph- 
ics that have no real purpose in the game 
except to distract your attention from 
the targets you arc supposed to destroy. 
And distract they do! 

The game is set in the Ringworlds of 
Triton, and your targets are strewn 
about the "rings." Your mission is com- 
plicated by the guard ships that fre- 
quently cross your path. The ships 
themselves pose no problem, because 
you can't crash into them, but they leave 
"disrupter bombs"— tricky little mines 
that seem to follow you— in their wake. 
If one of them hits you. the power of 
your armor shields will be eroded. Care 
must be taken to guard your craft; you 
get only three ships, and no bonus ships 
are given to prolong the battle. 

When your mission is accomplished, 
you exit the ring by flying through the 
main portal, which may be located on 
the other side of the ring in which you 
find yourself, forcing you to traverse a 
great distance before you depart. Add- 
ed to the action are bonus screens that 
reward each successful attack. 

Only two negative thoughts come to 
mind: First, there are many rings to 
work through in Goldruntwr, but it ap- 
pears that the sequence repeats after 
every four. Once you have devised a 
strategy for those, you should be able to 
work your way well into the contest. 

Second, as the game wears on you arc 
encouraged by digitized chcerleading. 
This can become annoying after a 
while — because of both its frequency 
and its clarity. (ST-Reptoy, another 
MichTron product was used to create 
these digitized effects.) Thankfully, 
these shortcomings don't seriously di- 
minish your enjoyment of the game. 

Goldrunner poses a tough challenge. 
but it is still a fun game, and so far has 
my vote for best arcade game of 1987. 
I'm looking forward to more programs 
from the MicroDeal arm of MichTron 
in the future. — Andy Eddy 



$49.95 

FREE SIGN-UP FOR GENIE 



FREE SOFTWARE: 

1030 EXPRESS (version 2. 1) 



FEATURES 

■ Compatible with ATARI XE™ and XL™ 
Personal Computer Systems 
(except 1200XL ,M ). 

■ 300 baud, direct connect. 

■ Full or halt duplex. 

■ Automatic dialing. 

■ Automatic answering. 

■ LED carrier indicator. 

■ Audio via monitor or television 
speaker. 

■ Includes XE TERM™ communications 
program on disk: 

• Supports standard ASCII and 
ATASCII character modes. 

• Selectable auto-answer and duplex 
modes. 

• Autodial and auto logon support 

• Three file transfer protocols. 

• 130XE™ Computer RAM disk 
support. 

• Upload/download capability. 

■ No power supply needed. 

■ Interface cable included. 

TECHNICAL DATA 

■ Standard ATARI 8-bit interface. 

■ FCC part 68-approved line interface. 

■ Touch tone (DTMF) or rotary (pulse) 
dialing method. 

■ Modular telephone jack USCO RJ11C. 

■ Dimensions: 1.5" high x 2.75" wide 
x 5.25" deep. 

REQUIREMENTS 

■ ATARI XE, XL, or 800™ Personal 
Computer Systems with 48K RAM. 

■ Television or composite monitor 

■ ATARI Disk Drive. 

■ Telephone line. 

To order, send check, money order, 
or VISA/MasterCard number (including 
expiration date) to: 

Atari Bonanza, Dept. A6 
P.O. Box 61657 
Sunnyvale, CA 94088 

Shipping and handling add $2.50 

No COD's, please. 

California residents, add 7% sales tax. 
Outside USA. add $10 for shipping. 
Please allow 6 to 8 weeks for delivery. 



VOLUME 7 NUMBER 5 ATARI EXPLORER 63 



Hardball 






System: Atari ST 
Price: $39.95 
Summary: Arcade-style 
baseball simulation 
Manufacturer: 

Accolade 

20813 Stevens Creek 

Cupertino. CA 95014 

(408) 446-5757 
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As you have probably already no- 
ticed if you looked at the "re- 
port cards" for these two games, 
I think that in the realm of baseball 
simulations Hardball is superior to 
Championship Baseball. But rather 
than merely trashing the Gamcstar ef- 
fort. I want to start by pointing out a 
couple of lessons the designers of Hard- 
ball could learn from the designers of 
( 'hampionship Baseball. 

With Hardball, you must use the fic- 
tional teams (and there are only two) 
that are included on the disk. Also. 
when the game is over, it's over. 1 know 
that's what Yogi Bcrra has taught us to 
expect, but let me explain. 

Other than the pure enjoyment of 
playing Hardball, there is nothing to 
keep you coming back for more. With 



Championship Baseball, it is possible to 
create your own teams with names of 
real-life players, family members, 
friends, enemies, or whatever. Also 
there are standings to keep, divisions to 
be won, and playoffs to be played. These 
arc all elements of baseball that Cham- 
pionship Baseball treats adequately 
and Hardball ignores. 

But when it comes to the essence of 
the game what really goes on after the 
ump hollers "Play ball!" Hardball 
doesn't really have any competition. 

Hardball can be played with one or 
two players. The one-player version 
makes use of the mouse as a controller. 
At first I was a bit reluctant to use it; 
other games had convinced me that the 
mouse was not the controller of choice 
in a realtime action setting. But the 
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team that integrated the mouse into 
Hardball gets my nomination for the 
"Golden Cheese" award; they did a 
great job. 

In the field it seems quite natural to 
use the mouse to move the player to- 
ward the ball. Once the ball is fielded 
you arc automatically in the mode to 
throw the ball (in Championship Base- 
ball another tap of the joystick button is 
necessary before you can throw). A 
quick slide of the mouse in one of four 
directions designates the base to which 
the ball will be thrown, and a tap of the 
button sends it on its way. 

A similar sequence controls runners 
on base when your team is at bat. Hard- 
ball also offers many more strategic op- 
tions than its competitor. It is possible to 
bring the infield in or put them at dou- 
ble play depth, shift the outfield to the 
left or right, or intentionally walk a hit- 
ter. 

Eight different pitches are available 
in the game, though no single hurlercan 
have more than four in his arsenal. The 
eight arc fastball!, fastball, offspeed. 
change-up. curve, screw ball, sinker, and 
slider. There are also nine different 
pitching zones. One is right down the 
middle (always a strike). Four others- 
high, low, inside, and outside — have a 
high probability of being a strike. And 
the other four — low outside, low inside, 
high outside, and high inside— almost 
never result in a strike. 

It becomes a crucial part of the game 
to plot a pitching strategy based on the 
pitches your hurler has at his disposal 
and to set up each hitter. Fall behind 
earl} in the count and you'll need to 
deliver a fast pitch. At the plate, if you 
act ahead in the count vou can look for a 
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System: Atari ST 
Price: $34.95 
Summary: Arcade-style 
baseball simulation 
Manufacturer: 

Gamestar 

P.O. Box 7287 

Mountain View, CA 

94039 

(415)960-0410 
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particular pitch or a pitch in a particu- 
lar zone and drive it. At bat the swings 
can be in any one of the same nine zones 
toward which the pitcher throws. 

Championship Baseball also offers 
eight pilches, but two of them, the fast 
ball and change up. can only be thrown 
right down the middle. Others can be 
thrown only to certain other locations, 
so the pitcher is really limited to eight 
options, whereas the player of Hardball 
has 36. 

The graphics, too, are miles apart. 
Championship Baseball uses a split 
screen. The right half is devoted to a 
close-up of the pitcher/batter confron- 
tation. The left half shows the entire 
playing field from a vantage point high 
above the first base dugout. But the 
graphics are cartoon-like. What's even 
more dismal is the manner in which 
these characters run around the field 
chasing the ball like a handful of Little 
Leaguers. 

The graphics in Hardball have better 
definition. The display is three-fold, but 
only one aspect is displayed at a time. 
For the batter/pitcher battle, the shot 
from the center field camera familiar to 
TV viewers is shown. When the ball is 
hit, cither the left- or right-hand side of 
the field is shown from the home plate 
perspective. Therefore, the center field 
is slightly compressed and appears to be 
no further away than the left or right, 
but this is only a minor annoyance. 

Overall, neither program is a perfect 
simulation. But it is obvious after only a 
couple of games, which will have the 
longer shelf life. My money is on Hard- 
ball. — Rick Teverbaugh 



I'm not the world's biggest fan of 
text adventures, especially on a 
computer with the graphic capabili- 
ties of the ST — it generally seems a 
waste. 

On the other hand, I work in words 
and not pictures. As one writer to anoth- 
er, I applaud author Steve Meretzky for 
visual images that make me forget that 
my brain is absorbing "mere words" 
and a story line so absorbing that I have 
to call my wife to turn the game off for 
me when it's time to go to bed. 

The Station/all story actually begins 
with Planet/all, a game that features 
Floyd the robot, one of the most disarm- 
ing characters ever to romp through an 
adventure game. Planer/all, is set 
1 2,000 years in the future and puts the 
gamer in the role of a Stellar Patrolman 
who has been yearning for action away 
from his trusty mop. 

It isn't necessary to have played 
Planet/all to enjoy Station/all, but it 
really docs help. The protagonist is the 
same Stellar Patrolman, but he has 
earned a promotion for his success in the 
earlier adventure. 

Instead of Ensign Seventh Class, you 
arc now Lieutenant First Class. But for 
the past five years, you have spent most 
of your time pushing papers instead of 
mops, and the next assignment appears 
to be more of the same: the folks at 
Space Station Gamma Delta Gamma 
777-G 59/59Sector Alpha-Mu-79 (I 
love that kind of talk) need some black 
form binders. 

The excellent parser is exactly what 
we have come to expect from Infocom, 
and it isn't difficult to communicate 
with the computer to accomplish almost 
any task you have in mind. Figuring out 
what should be done and when is a big- 
ger challenge. 

Infocom tries to help you along the 
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Price: $34.95 
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Infocom 

125 Cambridge Park Dr. 
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way with various hardcopy tutorials, 
but this time I think they may have 
overdone it. In addition to the official 
technical manual, there are ten Stellar 
Patrol of the Third Galatic Union offi- 
cial blueprints, an assignment comple- 
tion form, a robot use authorization 
form, and a class three spacecraft acti- 
vation form. If you can spend a day 
covering and digesting all this material, 
you will probably be ready to play the 
game on the second day. 

But once you gel started, you will find 
Station/all to be a worthy successor to 
Planet fall and in almost every way a 
fine addition to your text game li- 
brary. — Rick Teverbaugh 
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A few weeks ago. I was listening to 
a music educator friend lament 
the state-of-the-art in comput- 
er-aided instruction (CA1) for music. 

"John," he said, "you know Samuel 
Johnson once said that 'a woman play- 
ing a piano is like a dancing dog. It's not 
done well, but one is amazed to see it 
done at all.' These days, I'd be amazed 
to sec anything being done at all in com- 
puter-based music instruction software. 
And the ironic thing is that computers 
and music have never been better inte- 
grated than they are today. 

"What with MIDI (the Musical In- 
strument Digital Interface that permits 
computers and keyboard instruments to 
communicate electronically, built into 
Atari ST computers) and all. there is 
incredible opportunity for really great, 
interactive music instruction software. 
But I sec nothing, nothing, nothing but 
trivia. Nothing that will hold a student's 
interest or leach him what he really 
needs to know, much less take advan- 
tage of the hardware." 

I used to think the same thing— that 
state-of-the-art. MIDI-equipped. high- 
performance personal computers were 
the ideal delivery systems for music 
education software. Maybe so, but since 
reviewing Atarimusic I and //. Atari's 
own music theory instruction programs 
for the 8-bit systems. I'm not so sure. 

First released in 1 983 and designed to 
operate within the constraints imposed 
by 24K of RAM on 8-bit, MIDl-less 
technology, these programs neverthe- 
less constitute the best-thought-out, 
most beautifully put together CAI pro- 
grams I've ever seen ... in any subject. 

Atarimusic I and //, otherwise known 
as the Atari Music Learning Scries, 
were developed by Dr. Fred T. Hofstct- 
tcr, professor of music and education 
and founder of the Office of Computer- 
Aided Instruction at the University of 
Delaware. The programs form a curric- 
ulum that takes the budding musician 
through basic note-reading, steps and 
intervals, scales, and key signatures, 
and into the realms of scalewisc melody 
and solfeggio. 

The Problem of Early Music Training 

In the first stages of musical educa- 
tion, students are engaged in discover- 
ing, informing, testing, and developing 
their ability to deal with the complex 
symbolic language of musical notation. 
At the same time, they are striving to 
relate this new skill to the intuitive expe- 
rience of hearing sound and the kines- 
thetic experience of producing it. 

The process of learning music theory 
is always tedious and sometimes pain- 



ful—particularly for students who are 
already competent instrumentalists. 

Whenever talent and pleasure sub- 
mit to discipline, much is at risk. If the 
musician is to continue to grow in his 
art. he is absolutely obliged to master 
this material. Yet if he is to continue to 
enjoy his art, he must be permitted to do 
so without developing a sense of failure 
in the process. 

It is hardly surprising, therefore, that 
musicians remember their first theory 
instructors keenly whether for good 
or ill and that they commonly trace 
the origin of their most profound fasci- 
nation in or their deepest conflicts with 
their art to this early period of educa- 
tion. 

Atarimusic I and // seem to have 
been designed in full understanding 
both of the critical nature of the subject 
matter and the vulnerability of music 
students at this stage of instruction. 

Working With the Program 

Each package is divided into two sec- 
tions, each on its own disk. Both disks 
are bootable, and each is "aware" of the 
contents of the other, so that a uniform 
main menu for the entire package can 
be supported. 

From this main menu, which appears 
when cither disk is booted, you can se- 
lect one of the two major topics. If the 
topic selected is not resident on the boot 
disk, one of two things happens. On a 
two-drive system, where the other disk 
is resident on the second drive, the se- 
lected topic is loaded without further 
intervention. On a one-drive system you 
are given concise instructions for swap- 
ping disks. 

By this simple, careful, uniform ap- 
proach to bootup and disk handling, the 
packages not only de-emphasize the 
compromises that have had to be made 
in supporting the limited 24K technol- 
ogy (the fact that each package is 
spread over two disks, comprising a va- 
riety of "chained" modules), but man- 
age to de-emphasize the technology it- 
self a vital courtesy to the computer 
neophyte. 

On the other hand. Atarimusic I and 
// do not fall into the trap of completely 
denying their nature, giving you loo lit- 
tle information to deal with the realities 
of instruction in the computer medium. 
As a single example, when lesson mod- 
ules are being swapped in and out in the 
course of running the program, you are 
prompted like this: "The Atari is now 
loading Major Scales . . . Please wait." 

The subtlety of this prompt is worth 
examining in detail. Note that, with a 
few words on the screen, you arc re- 
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minded that you are interacting with a 
computer and told to wait while the 
computer does its thing. During the in- 
terval, you arc also reminded of your 
ultimate destination in the lesson plan, 
so that you are ready to begin the lesson 
when it appears. 

Beneath each major heading in the 
menu are subtopics, each further divid- 
ed into sub-subtopics. The apparent to- 
pology of the package is thus much like 
a tree; you can (by using the Select key 
to highlight the topic of your choice at 
each level and the Start key to activate 
it) move down to any desired "branch" 
for review or pick up from where you 
left off at the end of a prior session. To 
move back up the tree from level to 
level, you simply press the Esc key at 
any point. Pressing Esc as few as three 
times will return you to the main menu 
regardless of how far down you have 
gone. 
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If you look at a piano or an organ, 
you will so* that this pattern of two 
and three black hays repeats up and 
down the whole keyboard. 



work with them for any length of time 
until you become familiar with the in- 
formation they cover. Others arc de- 
monstrative designed to be worked 
through once before proceeding. 

Many arc presented in both for- 
mats — activities used initially as dem- 
onstrations will often re-appear as open- 
ended activities or quizzes later on 
(usually in somewhat more sophisticat- 
ed form). You can thus become familiar 
with all aspects of an activity in a non- 
judgmental context, before your perfor- 
mance is evaluated. 

Programming and educational savvy 
run very deep in this material. All inter- 
active exercises are beautifully present- 
ed, using sound and color graphics, and 
emphasizing use of the joystick wherev- 
er possible. The pacing of activities is 
moderate: delays are inserted to keep 
you from feeling that you are being bat- 
tered with questions at the computer's 
ultimate speed. All interactionswith the 



While the tree topology and its simple 
controls facilitate the process of select- 
ing a starting point within the curricu- 
lum of a section, once you have actually 
begun studying, an even simpler, "lin- 
ear" set of controls comes into play. 
When you have finished reading a page 
or performing an activity, you can goon 
to the next by pressing Return. The De- 
lete/ Bk Sp key moves you back one 
page, permitting review. All the subsec- 
tions under a major section are chained 
together and subject to these simple 
controls for forward and backward 
movement. 

New modules are loaded automati- 
cally when one section is completed, 
providing an uninterrupted learning ex- 
perience that emphasises the fact that 
each lesson builds on the material pre- 
sented before it. 

In summary, you can navigate the 
package both vertically and horizontal- 
ly, using no more than four keys. I can 
hardly imagine a user interface that 
would be easier to handle and more for- 
giving of error. 



Atarimusic I and II 



System: Atari 8-bit 
Price: $24.95 each 
Summary: Excellent interactive course 

in beginning music theory. 
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Sunnyvale. CA 94088 

(408)745-2367 



All interactive exercises are beautMy presented, 

using sound and color graphics, and emphasizing use of the 
joystick wherever possible. 



Content 

Each subtopie in a section reflects a 
single, small, coherent unit of informa- 
tion relating to a single subject. Within 
the subtopie. information is presented 
b\ pages, built up fact-by-fact, and il- 
lustration-by-illustration, as you inter- 
act with the material. This approach 
gives you a sense of collaboration with 
the machine in the "creation" of the 
lesson at hand. Consistent with the the- 
ory of programmed instruction, you 
need absorb only one or two sentences 
worth of information between interac- 
tions. 

Though pages are built up incremen- 
tally as you move forward, pressing the 
Delete/ Bk Sp key reveals that back- 
ward movement proceeds by pages, not 
unrelated facts. Thus in review, you are 
constrained to treat each unit of infor- 
mation as a totality The result is to 
create the sensation of progress in your 
mind. In a sense, though you are free to 
review at any time, you are not permit- 
ted to move backward as easily as you 
can move forward. 

A typical subtopie consists of seven to 
ten pages of facts and illustrations, bro- 
ken up by practice activities and con- 
cluding with a qui/.. Some of the activi- 
ties are open-ended — that is, you can 



machine occur very much in gentle hu- 
man scale. 

The exercises, activities, and quizzes 
in Atarimusic I and // are designed to 
be "error free." You arc congratulated 
for correct responses and. in case of a 
mistake, corrected nonjudgmcntally. 

Moreover, correction, like everything 
else in this program, is incremental. In 
one exercise, for example, you are pre- 
sented with a picture of a piano key- 
board and asked to use the joystick to 
place a dot on a series of keys identified 
by letter name. On a first mistake, a 
small arrow appears above the key- 
board, its direction indicating whether 
the proper key is to be found higher or 
lower in the scale. On a second mistake, 
the keyboard is labeled with letter 
names, so you can find the proper an- 
swer if you look closely. On a third mis- 
take, the proper key is indicated and the 
other labels disappear. Only after a 
fourth mistake docs the program come 
right out and tell you the answer. 

Rewards 

To help you build "gut level*' skills in 
each of the subject areas presented in 
Atarimusic I and // (and have a little 
fun in the process), three of the four 
disks in the series conclude with an edu- 
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cational arcade game. Note Attack, 
Stepwise Transporter, and Key Wars 
teach note recognition, intervals, and 
key signatures in time honored, blam- 
blam. shoot-'em-up, watch-out-for-the- 
missiles format. Level of difficulty can 
be altered so that the games can be 
played again and again as skills im- 
prove. 

At first glance, you would think that 
these games were departures from the 
"error free" philosophy found else- 
where in Atarimusk I and // after all, 
those missiles can kill! However, if you 
think about it. the games are revealed as 
beautifully consistent with the overall 
aims of the scries. They supplv the need- 
ed element of stress in this otherwise 
soft curriculum. 

Instead of a game, the final disk in the 
series (Alarinmsic II. disk 2) concludes 



with a set of what are called "drills with 
goals,** which help develop melodic 
memory, preparatory to practice in 
transcription. In a sense, these drills are 
the culmination of the scries; more seri- 
ous than an arcade game, they lead the 
student gently forward toward harmo- 
ny, counterpoint, and composition. 

The same brief manual, covering 
both Alarinmsic I and //, is provided 
with each package in the series. The 
manual contains clear loading instruc- 
tions, helpful hints, scorcshccts for the 
various exercises, and a brief glossary of 
musical terms and phrases. All other 
information and instructions are where 
they should be — on the computer 
screen. Teachers using the packages in a 
crowded classroom need not worry that 
if a manual disappears, the programs 
will be rendered useless. 



Conclusions 

A brief review cannot begin to do 
justice to the subtlety and expertise that 
went into the construction of these pro- 
grams. They are everything that good 
CAI should be: coherent, flexible, pro- 
gressive, nonjudgmental. informative, 
and correct. Their consistency makes 
them admirably suited for use by indi- 
viduals as stand-alone instruction or in 
combination with other instrumental or 
musical training. 

They are also well-designed for con- 
sistent or occasional supplementary use 
in the classroom. In fact, were they to be 
themselves supplemented with appro- 
priate keyboard and car-training, Alar- 
inmsic I and // might well serve as the 
ideal interactive textbook for a begin- 
ning course in music theory, even at the 
university level. Bravo! ■ 
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It has been featured in Fortune. Dis- 
cover, The New York Times, The 
Wall Street Journal, even on televi- 
sion; the Air Force wants to put it to 
work right away; universities are vying 
for Federal research grants to study it; 
investors arc willing to sink millions of 
dollars into it; yet physicists aren't even 
sure how it works. The "it" is supercon- 
ductivity, but the how is a mystery. 

Explaining Superconductivity 

The basic science of superconductors 
begins with the simple fact that the flow 
of electrons that makes up an electric 
current meets resistance as the elec- 
trons collide with the ions and atoms of 
the conducting material. The higher the 
temperature, the more energy and mo- 
tion the conductor particles have, and 
the more likely they arc to get in the way 
of the flowing stream of electrons. 

It is like walking through a milling 
crowd; eventually you will make it. but 
only after many collisions and diver- 
sions from your original direction, and 
in the process your temperature is likely 
to rise a few degrees. 

Scientists have known these basic 
facts for many years, and they theorized 
that at extremely low temperatures, at- 
oms of certain types of materials would 
line up much like the atoms of a crys- 
tal— and provide orderly paths for the 
electrons to travel along. Dutch physi- 
cist Hcike Kumcrlingh Omnes was the 
first to observe this phenomenon in 
1911 when he discovered that frozen 
mercury loses all resistance at the tem- 
perature at which helium changes from 
a gas into a liquid, about -452° F, just 
eight degrees above absolute zero. 

Over the next 50 years, scientists de- 
veloped several alloys of metals like 
mercury, germanium, and niobium and 
succeeded in nudging the temperature 
at which superconductivity begins up a 
little bit to — 418°F. Curiously, these 
experiments indicated that not only did 
the electrons pass through the alloys 
unimpeded, but they actually seemed to 
pick up a bit of speed in the process. 

This was not explained until 1957 
when John Bardcen. Leon Cooper, and 
J. Robert Schrieffer finally figured out 
what was going on. Apparently, because 
oppositcs attract, when a negatively 
charged electron passes near a positive- 
ly charged proton in the atomic lattice, 
it causes the lattice to bend slightly. 

If a second electron moves into this 
bend in the lattice fast enough, it will 
roll toward the first with enough force 
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to overcome the normal electron repul- 
sion and form a pair with the first elec- 
tron. The paired electrons then move in 
unison as though connected by invisible 
strings, guiding and pulling each other 
along unhindered down the conductor. 
This is known as the BCS theory and, 
with minor variations, has stood the test 
of time. 

The BCS theory chiefly explains su- 
perconductivity at extremely low tem- 
peratures when the atomic latticework 
has an orderly crystal-like structure and 
the electrons are paired. In 1986. how- 
ever, several substances were found to 
exhibit superconductivity at tempera- 
lures well above the approximate 
-400° F upper limit of the BCS theory. 

Theorists seem to be divided into two 
camps in trying to explain superconduc- 
tivity at these higher temperatures. One 
group is refurbishing the old ideas and 
trying to apply them to the newer mate- 
rials, while another group is looking to 
the new experiments themselves for 
clues. 

Among the "refurbishers" are Chan- 
dra Varna and Stephen Schmitt-Rink 
of Bell Laboratories and Elihu Abraam 
of Rutgers University. They believe 
that the electron pairs, rather than be- 
ing forced together by bends in the 
atomic latticework, are held together by 
a sort of electronic glue called an ex- 
citon strong enough to maintain the 
pairs at temperatures as high as 90° F. 



Other scenlists. including Michael 
Schluter, also at Bell Labs, feci that the 
new materials are so strange that an 
entirely new explanation is required. 
For example, the first new supercon- 
ducting material, discovered by Karl 
Alex Muller and Johannes Georg Bed- 
norn of IBM's Zurich research labora- 
tory, was a ceramic, similar to sub- 
stances found in oven-proof cookwarc. 
composed of lanlhanium. barium, cop- 
per, and oxygen. The substance is so 
electron-poor that it normally doesn't 
conduct electricity at all, but, astound- 
inglv, it became a superconductor at 
-406° F. 

After the results of this experiment 
were published, the race was on. and 
other groups at Tokyo University, Bell 
Labs, and the Institute of Physics in 
Beijing succeeded in raising the critical 
temperature to -388° F. Then in Feb- 
ruary 1 987. Paul Chu at the University 
of Houston found another ceramic ma- 
terial that raised the critical tempera- 
ture a whopping 95° to only -283° F 
comfortably above the — 320° F boiling 
point of liquid nitrogen. 

How a solid reflects light tells much 
about its properties, and one of the 
strangest properties of these new super- 
conductors, mostly ceramic oxides of 
copper with small amounts of rare earth 
elements added, is their failure to shine 
when polished. When light, which is es- 
sentially a stream of protons, hits the 
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The flow of electrons that 

makes up an electric current meets resistance as the electrons 
collide with the ions and atoms of the conducting material. 



surface of a highly polished material, it 
is normally reflected back to the obser- 
ver's eye. However, the protons appar- 
ently plunge deeply into the latticework 
of ceramic superconductors and are ab- 
sorbed or dissipated so that the surface 
looks dull no matter how much it is 
polished. Some scientists believe that 
when they can explain this non-reflect- 
ing "electron topography," they will 
also be able to explain the supercon- 
ducting properties of these materials. 

Fabricating New Products 

Most of the research on superconduc- 
tors has been conducted on small disks 
of the new materials about the size of a 
nickel or smaller. As it turns out. it is 
relatively easy to make the compounds: 
even amateur scientists have made 
them at home using pottery kilns. 

But making such materials useful is 
another matter. The race to commer- 
cialize superconductivity is concentrat- 
ed in two areas: electronics, which needs 
only small amounts of the material in 
thin layers, and large electrical applica- 
tions, which require great quantities of 
them in the form of wire. 

Problem number one. which con- 
fronts both application areas, is that 
because of the crystalline nature of the 
ceramic oxides, they conduct electricity 
far better in a plane than at right angles 
to it. In the common nickel-size disks, 
for example, electricity flows easily hor- 
izontally from edge to edge, but hardly 
at all vertically from top to bottom. 

This property, called anisotropw es- 
pecially complicates the efforts to make 
the materials handle the high current 
densities which are needed in closely 
packed integrated circuits and to gener- 
ate strong magnetic fields. IBM re- 
searchers recently reported that a single 
large crystal can be made to carry rela- 
tively large currents, but for many prac- 
tical applications it may be necessar\ to 
fabricate many thousands of precisely 
aligned crystals, like parallel rolls of 
coins, to provide direct paths for the 
current How. 

Some ideas for getting all the crystals 
aligned include using strong magnetic 
fields to help align them as they are 



formed and laying down thin ceramic 
layers on precisely Hat alloy surfaces. 

A vexing problem for making inte- 
grated circuits is the toughness of the 
ceramics. Circuit patterns arc normally 
made by etching through a mask (or 
stencil) into the layers of the chip. How- 
ever, normal etching processes don't 
even scratch the surface— literally — of 
the ceramic superconductors. 

Furthermore, some of the ceramics 
are chemically finicky. Exposure to 
common elements, sometimes even air, 
can completely erode their supercon- 
ducting properties. Scientists fear that 
if thin layers of the ceramics are sand- 
wiched between other materials, for- 
eign atoms might leach in and poison 
the superconducting layers. 

Making powerful magnets, a major 
application for superconductors, re- 
quires wire that is fine, strong, and flexi- 
ble. Devices that create rapidly chang- 
ing magnetic fields such as generators 
and particle accelerators require hair- 
fine wires. But the brittle ceramics can- 
not be drawn out as normal wire is: they 
must be fabricated initially into wire — 
currently a very difficult task. 

Furthermore, existing superconduct- 
ing ceramic wire is not flexible enough 
to be wound around a magnetic core or 
generator armature. But when it is 
wound into a coil before being baked 
into a superconductor, the coil breaks 
because it shrinks more than 20%. And 
combining the superconducting ccram- 
c with other alloys is not the answer, 
because then it loses its superconductiv- 

il - v " 

While the surface of the ceramic is 

hard, the structure itself is extremely 

brittle. Thus, it must be cushioned to 

prevent jarring and breakage. Not only 



is this a problem with applications such 
as high speed levitated trains, but also 
with such seemingly gentle applications 
as magnetic resonance imaging (MR I) 
machines for hospitals. A major hazard 
of working with MRI machines with 
such powerful magnets is getting hit by 
objects accidentally pulled in from sev- 
eral feet away; the impact of such colli- 
sions could easily crack ceramic wire. 

Potential Applications 

While it is likely to be a decade or 
more before the new generation of high 
temperature superconductors begins to 
find its way into practical products, it is 
interesting to speculate on the products 
most likely to benefit from the phenom- 
enon. 

Power transmission. Between 8% and 
15% of all electricity generated is wast- 
ed in transmission overcoming the resis- 
tance of the wires. Superconducting 
wires would recapture this wasted ener- 
gy. Also, the use of superconducting 
wires would allow nuclear power plants 
to be built farther away from popula- 
tion centers, thereby increasing safely 
and. perhaps, public acceptance. 

Storage of electricity. Giant coils of 
superconducting material could be used 
to make magnetic containment fields to 
store power generated at night when 
demand is low for use during peak day- 
light hours. 

Faster, smaller computers. Super- 
conducting chips and interconnecting 
wires could speed internal computing 
functions as well as allowing the ma- 
chine to be more compact, because it 
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to put it. 

One new company, tentatively 
named the American Superconducting 
Corp.. has been formed with seed mon- 
ey from two venture capital firms to 
develop a business based on the work of 
Gregory Yurek and John Sande of 
MIT. The two professors claim to have 
found a way to make the new high tem- 
perature superconductors out of metal, 
which would make them much easier to 
manufacture than the ceramic materi- 
als. 

Another small firm, Guernsey Coat- 
ing Laboratories of Ventura, CA, 
founded five years ago to develop thin 
film technology, plans to coat objects 
with superconducting ceramics for re- 
searchers. Although the company has 
not yet perfected the process, a small ad 
in a physics journal recently drew doz- 
ens of inquiries. 

Two other firms are already making 
superconductors based on the old super- 
cooling technology. Hy press Inc. of 
Elmsford, NY, makes a high speed os- 
cilloscope, while Biomagnetics Tech- 
nologies Inc. of San Diego makes de- 
would generate virtually no heat. 

High speed trains. Superconducting 
magnets on the bottoms of railroad cars 
would levitate them slightly off the 
rails, thus allowing smooth, quiet travel 
at speeds of 300 mph or more. 

Brain scanners. The skull distorts the 
electrical currents of the brain, but the 
brain's magnetic waves pass through 
undisturbed. Superconducting materi- 
als could be used to measure these ex- 
tremely faint magnetic fields to help 
diagnose certain mental illnesses. 

Earth exploration. Like brain scan- 
ners, but on a larger scale, superconduc- 
tors could be used in scanners to analyze 
the dim magnetic fields within the earth 
to find deposits of oil or minerals. Simi- 
lar scanners could also be used to locate 
enemy submarines. 

Satellite computers. Superconduct- 
ing computers in satellites would be 
faster and have lower power require- 
ments than current ones. This would be 
particularly valuable for Strategic De- 
fense Initiative computers which will 
have to analyze information about po- 
tentially thousands of incoming mis- 
siles. 

Investing in Superconductivity 

If superconductivity sounds like the 
next transistor and you would like to 
invest some of your life savings in it, you 
are not alone. Many venture capitalists 
say they have seen enough to begin 
gearing up to lead what is likely to be- 



come a multibillion-dollar wave of in- 
vestment, even though right now there 
is far more money available than places 
vices that measure faint magnetic fields 
and brain activity. 

Other than these few small compa- 
nies, most of the players in the super- 
conductivity game are universities and 
large companies like IBM and AT&T. 
But most analysts believe that in the 
long run smaller companies and start- 
ups arc likely to play a major role. 

New York State legislators, for ex- 
ample, have approved a $5 million grant 
for a Superconductivity Institute at 
SUNY Buffalo. William Hoyt, chair- 
man of the State Assembly Energy 
Committee, said he hoped to see a 
"Route 1 28 effect" that will create jobs 
and new industry, similar to those that 
have been established near Route 1 28 in 
the Boston area. 

Texas recently designated the Uni- 
versity of Houston as the site of a new $4 
million Center for Superconductivity, 
while Lehigh University in Bethlehem, 
PA, expects to raise $400,000 from a 
dozen companies to fund superconduc- 
tivity research at the school's materials 
research center. ■ 
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By JOHN J. ANDERSON 



Some months ago we reported in 
this column concerning At;iri 
computer support from the Del- 
phi online service. Delphi got a prcttx 
good grade, although not quite as high 
as that we accorded to its sister services. 
CompuServe and Genie. 

That seems to be changing: Delphi 
may soon be on top of the heap. 

Delphi's Atari SKI remains much the 
same, although a nice new crop of files 
has turned up there (we shall examine a 
few up ahead). So what has marked 
Delphi's breathtaking transformation? 
Why is it now one of the best online buys 
for your money? 

Windowed XModem 

The answer is Windowed Xmodem. 
This new protocol (still labeled "experi- 
mental" at press time) is now available 
from Delphi. Windowed Xmodem is an 



error-checking protocol that allows 
much faster downloads through packet- 
switched networks like Tymnet, which 
arc used to access Delphi. The result is 
more code for less connect time. Better 
still, now you can go after those long 
files you have coveted but left un- 
touched because you didn't want to wait 
an hour or more to get them. 

Conventional Xmodem runs its er- 
ror-checking by sending data in 128- 
byle blocks. Then it waits for the receiv- 
ing hardware to send an acknowl- 
edgement code (sometimes called an 
\CK). While this does result in solid, 
error-free downloads, it takes time. 
Time you arc paying for, regardless of 
which online service you may be using. 

Windowed Xmodem (shortened to 
W Xmodem) docs not wait for an ACK 
on a block before it sends the next block. 
It can gel up to four blocks ahead of the 



receiver before it waits for an ACK to 
come down the line. If one does, (and 
even on the worst day it is likely thai at 
least one ACK will have stacked up in the 
time it takes to transmit four blocks) it 
goes right on sending data. If a NACK 
conies up, meaning a block was missed 
(not acknowledged). Windowed Xmo- 
dem can actually back up and start 
sending again, starting with the errant 
block. 

This approach is what makes the pro- 
tocol "windowed." Don't look for grow 
boxes or drag bars here. The window we 
are talking about here is one of lime, 
rather than space the window of op- 
portunity, as it were, for backtracking 
within the Xmodem protocol. 

And it just so happens that in a pack- 
ei-switched network like Tymnet. Win- 
dowed Xmodem affords just ihe right 
head start to the sending computer. 
You'll find download time dramatically 
decreased. Not twice as fast as it is with 
conventional Xmodem, but at least a 
third faster. Thai's 33% less download 
lime, or 33% more daia per minute. 

At the same time, Delphi has also 
made available on an experimental ba- 
sis the Ymodcm protocol, which sends 
1024-byte blocks instead of 128-byte 
blocks. Ymodcm is more conventional 
in its format than Windowed Xmodem, 
and in fact works just like Xmodem, 
though in bigger swallows. After each 
block, il wails for an ACK. If you have a 
direct connect to a bulletin board, for 
example, over a solid line. Ymodcm will 
be much faster than Xmodem, and fast- 
er too than Windowed Xmodem, which 
is really designed specifically for pack- 
et-switched networks. The problem 
wiih Ymodcm is with noisy phone 
lines — when you do hit a NACK. you 
have a whole 1 K of data to retransmit. 

Shareware Worth Sharing 

So. Wonderful, fine, and good. Del- 
phi has been forward-looking enough to 
offer new protocols. But what good arc 
those protocols going to do you if you 
have no way to receive them? You are 
running a terminal package that sup- 
ports plain vanilla Xmodem and no 
more than that. 

There is an answer for ST owners, 
and it takes only a few minutes of dow n- 
load time. Transftr.acc, by T. Zeru- 
cha of Southfield. Ml. is a shareware 
desk accessory thai gives you the capa- 
bility to download and upload in Xmo- 
dem, Ymodem. and Windowed Xmo- 
dem. It works with most popular 
terminal programs. and I can personally 
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report that it works just peachilv from 
Flash. 

You can bring events up to the mo- 
ment of download in the usual fashion, 
then, rather than initiating a receive in 
the conventional manner, pull down the 
WXY Modem desk accessory. You can 
download a file from there in any sup- 
ported protocol. You can also tailor 
some other facets of the procedure from 
the accessory itself. 

WXYModem is a fine example of 
shareware that is well worth the $5 to 
$20 its author requests. Download the 
program, then send him the money. 

Now you're rolling. You're on Del- 
phi, which has recently rolled back its 
rates. You are now capable of down- 
loading using the very latest in fast pro- 
tocol technology. Now what should you 
download? There arc dozens of worth- 
while programs available from the Del- 
phi Atari S1G. Let's have a look at just a 
few of the very latest additions. 

You might have a lookatSCHIZO.PIT, 
a control panel replacement in 
shareware by John Ogawa. This desk 
accessory offers dynamic control of disk 
verify, screen color, keyclick. bell, disk 
seek rate, double click speed, and serial 
and printer port configuration, along 
with a facility to set clock and calendar. 
The SCHIZO accessory evokes itself 
upon power up, so you can get the time 
and date straight without undue ef- 
fort — a very nice desk accessory and 
immensely preferable to the original 
control panel. The program also allows 
control over the printer port without 
taking up an extra accessory slot on the 
GEM desktop. Mr. Ogawa asks for $10 
to $15 if you decide to keep the pro- 
gram. 

DSLIDE.PIT is a full-featured slide 
show program by John Brochu. of Pea- 
body. MA. It supports NeoChrome, De- 
gas. Degas compressed, and Tiny pic- 
lure formats. Deluxe Slide Show 1.1 
allows you to load and display images on 
either the color or monochrome ST 
monitor (via some nice dithering rou- 
tines), and offers full color cycling ani- 
mation support. The program accom- 
plishes resolution switching 
automatically, supports optional script 
files, and allows pathnames to be in- 
cluded in a script, so slide shows can be 
made up from more than a single drive's 
worth of images (a nasty limitation of 
neoshow). Titles automatically dis- 
play with maximum contrast. 

The only real limitation of the pro- 
gram is that it supports only straight 
cuts between slides, but Mr. Brochu is 
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neat to have 34 different digitized sounds from "Star Trek" at your 
fingertips, why not go for it? 



already hard at work on an enhanced 
version of the program. A very nice ef- 
fort for those involved in ST graphics 
presentations. 

Mr. Brochu's real claim to fame, 
however, is PicSwitch 0.7. available on 
Delphi as PICSW7.PIT. This is a graphics 
conversion program that allows your ST 
to display MacPaint files. Mac Startup- 
Screens. Amiga . I FF files. CompuServe 
RLE files, and Atari 8-bit files in graph- 
ics 8, 9, Ko<\\i\-Micro/llustrator, and 
MicroPainter formats. The program 
can save these files in all standard ST 
graphic formats. A fantastic tool. John 
promises that version 1 .0, running com- 
pletely under GEM. will be ready soon. 

Other Goodies 

If you are a G FA Basic nut, you won't 
want to miss GFAGEM.BAS by Paul 
Chinn. It offers a set of GEM routines 
in GFA Basic including a nearly com- 
plete set of GEM AES calls. If you like 
the simplicity of GFA but miss the pow- 
er to make GEM strut all its stuff, this 
set of routines may be indispensable to 
you. 

If it is an audio diversion you seek, 
Delphi has two programs for you. R.PRG 
is a demo of Michtron's ST Replay 
sound digitizer, and it is a knockout. 
The ST delivers fully digitized, FM 
quality sound, and the demo will leave 
you drooling for more. This one takes 
half an hour to download, even with 
WXmodem. so be prepared to do a bit of 
waiting. 

Then there is TREKTALK.PRG. This 
one also takes a while to download, and 
you'll have to decide for yourself wheth- 
er it's worth it. But if you're the kind of 
person who thinks it would be neat to 
have 34 different digitized sounds from 
"Star Trek" at your fingertips, why not 
go for it? From Kirk's "Red Alert, this 
is not a drill," to Scott's "The engines 
canna" take much more o' this." to 
Spock's "Fascinating. Captain," this 
program is guaranteed to make you 
smile. 

A complete set of Trek sound effects 
is also included. The photon torpedoes 
are impressive, but I have always loved 



the sound of the sliding doors opening 
and closing. 

To round off this month's column, 
we've got to tell you about another pro- 
gram that really left us smiling. It is 
called \MlGAEM.PITon Delphi, and is a 
tongue-in-cheek Amiga emulator for 
your ST. Written by Philip I. Nelson in 
compiled GFA Basic, screen rendition 
is uncanny, and you can even click from 
the Workbench to Preferences and Ba- 
sic. But the real fun comes when you 
click on the Amiga's own ST emulator, 
resulting in a spectacular simulated 
crash and "guru meditation." 

For more information on Delphi, call 
(voice, that is) (800) 544-4005. ■ 
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In our last issue, we reviewed Atari 
Corp.'s educational ST programs 
for young learners and found them 
worthy of your attention. In this issue, 
we will discuss a new series for older 
students. 

The Arrakis Advantage Scholastic 
Scries from Atari was designed by Ar- 
rakis Technologies, a Canadian soft- 
ware development firm. The series cur- 
rently consists of 17 educational 
tutorials covering topics in math and the 
sciences and designed for both home 
and classroom use. 

We received Algebra /. Volume I; 
Geometry, Volume hand Biology. Vol- 
ume 2. A careful review of all three 
revealed that they are all of the same 
high quality and that the user interface 
(or "learning environment") is consis- 
tent throughout the series. 

About Socrates 

That learning environment, called 
Socrates, is one of the things that makes 
the scries special. It allows you to com- 
municate with the computer by asking 
questions, just as you would if a human 
teacher were presenting the material. 

Each screen consists of a "teaching 
window," an "answer line," and a "di- 
rections window." At any given time, 
the teaching window contains either in- 
structional material or a question to 
which you can respond by typing on the 
answer line. 

If the explanation or question in the 
teaching window includes a term or con- 
cept that you don*t understand, you can 
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request— in plain English, rather than 
adventurespeak, if you want — a defini- 
tion, more information, or a complete 
review. When you understand the terms 
and concepts involved, you return to the 
point at which you left off and continue 
with the lesson. 

If, on the other hand, you think you 
know it all. you can skip ahead to anoth- 
er lesson or go right to the final exam. 

Special symbols — an a or v > f° r ex- 
ample — that are not on the keyboard 
but may be required in your answers can 
be made to appear on the screen by 
pressing Control and a designated let- 
ter. A list of the special symbols used in 
the current lesson and how to type them 
can be displayed at your request. 

The directions window offers a brief 
description of what is going on above 
and tells you what to do next ("Press 
Return to continue or press Help"). 



Tutorial Screens 



The heart of each lesson is the scries 
of tutorial screens that present the ma- 
terial to be mastered. Each lesson starts 
with an introduction to the topic, fol- 
lowed by definitions and examples. 

Frequently, the examples are illus- 
trated with animated graphics and color 
(if you have a color monitor). An exam- 
ple of the use of measurement at the 
beginning of the Geometry program 
says that "by measuring the angle of a 
hill, you can determine if the hill is safe 
to ski." Alongside that text, a skier 
zooms down a 40-degree slope. 
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More than just drill 

and practice, these packages 
are complete minicourses that 
can be used to supplement 
classroom instruction. 



When all the information pertaining 
to a given concept has been presented, 
test questions challenge your mastery of 
that concept. The questions take avar- 
iety of forms — multiple choice, fill in 
the blank, straight question and answer, 
and what I will call for lack of a better 
name, "graphic participation" in which 
you use the mouse to manipulate ele- 
ments on the screen according to direc- 
tions. 

When you answer a question, you re- 
ceive immediate feedback in the form of 
a graphic that tells whether your answer 
was correct or incorrect. There were 
two different feedback graphics in the 
packages we reviewed: a hand that 
stamped cither CORRECT or 1NCOR- 
RECTand a dart that either hit the bull's 
eye or landed completely off the target. 
If you make a mistake, the next screen 
explains the correct answer, and some 
of the programs allow you to try the 
question again. 

Unfortunately, the feedback doesn't 
distinguish between an answer that is 
incorrect because you have made a 
careless mistake and one that is incor- 
rect because you have misunderstood 
the concept. The explanation is the 
same, whether you completely miscal- 
culated or simply left off "square units" 
when discussing area. 

Now, I am the first to agree that 
credit should not be granted for mis- 
spelled answers and that carelessness 
should count for as much (or as little) as 
incompetence, but a human teacher 
would most assuredly respond differ- 
ently to different kinds of mistakes, and 
it's a shame that Socrates falls short 
,here. 

And while we are dealing with short- 
comings, the only other one worthy of 
mention is also associated with the test 
and exam modes. There is no consisten- 
cy in the labeling of answers for multi- 
ple choice questions. One question will 
ask you to choose a, b, cord; another, 1, 
2, 3, or 4; and yet another. A. B, C, or D. 
This is not a major failing, merely an 
unnecessary distraction. 

The program keeps track of your 
score on the questions that follow the 
lessons, grading each one "mastery," 
"needs work," or "incomplete." After 
you have taken the final exam, that 
score, expressed as a percentage, is also 
displayed on the score screen. You can 
check your scores at any time. 

If you quit partway through the tuto- 
rial, your score is saved, and when you 
load the program again, the tutorial 
picks up where you left off. There is, 
however, no way to save more than one 
set of scores, so this feature is of little 



use in the classroom, where more than 
one student is using the program. 

Documentation 

The documentation for all programs 
in the series is the same 44-page man- 
ual. The first half of the booklet is de- 
voted to Socrates and the instructions 
that apply to the entire series. The sec- 
ond half, the Guide to the Tutorials, 
devotes a page or two to each individual 
package. 

The guide to each package includes a 
description of the tutorial, including 
prerequisites; grade parallels, indicat- 
ing the grade levels for which the tutori- 
al is designed and the grade levels for 
which it is considered enrichment and 
remediation; learning objectives; con- 
cepts discussed; special commands, if 
any; special symbols used, if any; and 
unique features, if any. 

The explanations and instructions in 
the professionally typeset manual are 
clear and well written: there are no mis- 
spellings or grammatical errors to make 
you question the intelligence or educa- 
tion of those who prepared the pack- 
ages. 

The programs are. for the most part, 
self-documenting, and all information 
except grade levels and objectives is 
found right on the disk, so you will prob- 
ably not spend too much time perusing 
the manual. 

It is a tribute to the simplicity and 
consistency of the programs that one 
small manual can provide adequate 
documentation for 17 packages. 

Now let's have a closer look at the 
three packages we reviewed. 

Algebra I 

Algebra /, Volume I , covers sets and 
notation. The following are discussed: 
sets. Venn diagrams, roster form, par- 
tial listing, selector method, epsilon 
symbol, finite sets, infinite sets, empty 
sets, equivalent sets, equal sets, subsets, 
supersets, disjoint sets, intersection of 
sets, and union of sets. 

The grade level at which the package 
is aimed is 6-7. It can. however, be used 
for enrichment in grade 5 and remedia- 
tion in grades 8-9. And I know at least 
one college graduate, whose grade 
school career predated the new math, 
who learned a great deal from the pro- 
gram. 

Learning objectives for Algebra I in- 
clude the following: identify sets of ele- 
ments or numbers, distinguish various 
forms of set notation, write set notation, 
describe different types of sets, identify 
relationships between sets, and form 
new sets. 
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Other packages in the Algebra series 
cover number systems, equations and 
formulas, linear relations, and polyno- 
mials. 

Geometry 

Geometry, Volume I, deals with ba- 
sic geometrical notation. After com- 
pleting this tutorial, you should be able 
to calculate the perimeter, area, and 
volume of plane figures; identify geo- 
metric elements, including points, lines, 
planes, and angles; distinguish between 
congruence and similarity and use both 
in simple plane geometry; and identify 
and work with transformations. 

The concepts discussed in this tutori- 
al, which is designed for grades 7 and 8. 
include introduction to geometry, mea- 
surement, perimeter, area, volume, 
point, line, plane, postulates, angle, con- 
gruence, and transformation. 

Geometry, Volume 2, is an introduc- 
tion to plane and space geometry, de- 
signed for grades 8 and 9. 



Biology, Volume 2, teaches the rudi- 
ments of digestion and nutrition. Aimed 
at students in grades 10 and Il.it fea- 
tures a great many animated graphics. 

Topics covered include introduction 
to digestion, mouth, teeth, tongue, sali- 
vary glands, esophagus, stomach, ul- 
cers, pancreas, liver and gallbladder, 
small intestine, large intestine, nutri- 
ents, exercise, sleep, and weight control. 

After completing this tutorial, you 
should be able to describe the parts and 
functions of the digestive system, list 
and describe the digestive processes 
that occur in each section of the diges- 
tive tract, discuss the role of enzymes in 
energy production, list and discuss the 
six categories of nutrients and their food 
sources, discuss the role of vitamins in 
maintaining health, and describe the 



activiticsthat contribute togood health. 
Other topics covered in the biology 
series are respiration, reproduction and 
development, and circulation and the 
heart. Other subject areas for which the 
Scholastic Series packages are avail- 
able are chemistry, physics, statistics, 
and trigonometry. 

Conclusion 

The Scholastic Series from Atari is 
one of the few educational programs I 
have seen from which you can actually 
learn new material. Much more than 
just drill and practice, these packages, 
are complete minicourscs that can be 



used effectively to supplement class- 
room instruction. 

The three packages we reviewed were 
of very high quality, and we have no 
reason to doubt that the others in the 
scries are equally well done. 

Each package includes two disks in a 
sturdy plastic binder and represents an 
outstanding value at $ 1 9.95. ■ 
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Questions are on page 36. 
Bobbi's New Car 

First, it is necessary to determine the 
monthly loan payment. While there are 
tables (and formulas) to do this, it can 
also be done with a short computer pro- 



gram ( Listing 1 ). The program is exact- 
ly the opposite of a systematic savings 
program. In this program, the principal 
starts at $16,000 and decreases each 
month by the monthly payment. M. In- 
terest is computed each month and the 
new balance calculated in Line 70. 

If you experiment with different val- 
ues of M until the loan is paid off in 
exactly 48 months with no leftovers, you 
will find that the monthly payment is 
$405.8 1 . You then multiply $405.8 1 by 
48 to find the total amount paid for the 
car (519,478.88). By subtracting 
S 1 6.000. you get the amount of interest 
($3478.88). 

Next, by modifying the program very 
slightly (Listing 2), we can determine 
how much Bobbi would get by investing 
the $16,000 in a 7% CD for four years. 
The amount comes to $21,152.90. 
Thus, the interest from the CD is 
$5152.90. or exactly $1674.02 more 



than the interest on the car loan. So the 
dealer was right — or was he? 

The fallacy in the dealer's reasoning 
is that he assumed that if Bobbi paid for 
the car with cash, she then would not 
invest the money she otherwise would 
have been using to make car payments. 
However, let's say that Bobbi. being a 
thrifty person, decided to put the 
amount of the car payment in the bank 
each month for 48 months at the current 
5.5% passbook rate. 

Again, by changing the program very 
slightly (Listing 3). we can determine 
that her balance in four years is 
$2 1.732. 30, of which $5,732.30 is inter- 
est. 

Thus, by using the dealer's approach, 
at the end of four years. Bobbi would 
have $21,152.90, while by paying for 
the car in cash and putting the equiva- 
lent payments in the bank, she would 
have $2 1 .732.30, or $579.40 more. 



Listing 1. 



10 R*. 1/12 : REM 10* INTEREST RATE 

20 P=16000 : REM $16,000 PRINCIPAL 

30 PRINT "MONTHLY PAYMENT"; 

40 INPUT M 

50 N=0 : REM MONTH ZERO 

60 N»N+1 : REM ADD 1 TO MONTH 

70 P=P*(1+R)-M : REM AINING PRINCIPAL 

80 IP P>0 THEN 60 : REM PAID OFF YET? 

90 PRINT N;" MONTHS ";-P;" LEFTOVER" 

100 GOTO 20 : REM TRY AGAIN 



Listing 2. | 


10 


R=. 07/12 


REM 


1% INTEREST RATE 


20 


P=16000 : 


REM 


$16,000 


PRINCIPAL 


60 


FOR N=l TO 48 


: REM 


48 


MONTHS 


70 


P=P* (1+R) 










80 


NEXT N 










90 


PRINT P; " 


PRINCIPAL 


IN 


4 YEARS" 



Listing 3. 



10 R=. 055/12 : REM 5.5* INTEREST RATE 

20 P=0 : REM NO PRINCIPAL TO START 

30 MS405.81 : REM MONTHLY PAYMENT 

60 FOR N=l TO 48 : REM 48 MONTHS 

70 P=P*(1+R)+M 

80 NEXT N 

90 PRINT P;" PRINCIPAL IN 4 YEARS" 



Square Difference 

The short program in Listing 4 would 
seem to solve the problem with an an- 
swer of 438 numbers that cannot and 
562 that can be formed as the difference 
of two squares. 

You might want to consider why we 
calculated squares to 10,000 when we 
only wanted to know about numbers in 
the range of 1 to 1000? The reason is 
simply that numbers toward the top of 
the range can be formed from thediffer- 
ence of squares outside of the range 
such as 199 = 10,000-9801. 

Actually, the solution provided by the 
program is wrong, because the number 
999, the largest in the range of interest, 
is the difference of 500 : minus 499-. 
Thus, we must increase the FOR range 
for I from 1 00 to 500. 



We did this and made a few other 
changes to make the program more effi- 
cient (Listing 5). The computer then 
calculated the correct answer of 748 
cans and 252 cannots. The numbers 




that cannot be written 


as the 


difference 


of two squares arc 1.2.4,6, 10. 14, i 


nd 


every fourth number from there on. We 


leave it to you to explain why this is 


so. 


| Listing 5. 


5 DIM K(1000) 




10 FOR 1=2 TO 500 




15 IQ=I"2 




20 FOR J=I-1 TO 1 STEP - 


-1 


25 S=IQ-J~2 




30 IF S>1000 THEN 50 




35 K(S)»1 






40 NEXT J 








50 NEXT I 








60 FOR 1=1 TO 


1000 






70 C=C+K(I) 






80 NEXT I 




90 PRINT "CANS'-" ;C 
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Puzzles & Problems Answers 



Condo Numbers 

Sam will need 1 1 zeros. 21 ones, and 
20 each of the numerals two through 
nine for a total of 1 92 numerals times 79 
cents. Total cost: $151.68. 

Same Result 

If you tried to solve this on the com- 
puter, you probably found that the ma- 
chine is not precise enough to give you 
an exact answer. To eight decimal 
places, the answer is 0.99009901. but 
even that is not an exact solution. The 
answer actually is a repeating decimal 
of the form 0.99009900990099 . . . 

The Weigh In 

A = 3, B = 2. 05, D=l. and E=4 

pounds. 

Fractional Sum 

The five-line program in Listing 6 
serves up an answer of -A. 



Listing 6. 


10 


N=1:S=0 






20 


S=S+1/N- 


1/(N* 


2) 


30 


PRINT S 






40 


N=N»4 






50 


GOTO 20 







Largest Area 

If we divide the figure into two trian- 
gles with a diagonal drawn between the 
5-1 and the 5-7 corners, it then should 
be apparent that two right triangles 
(which have maximum area) can be 
formed when the length of the diagonal 
is the square root of 50. The area is then 
16 square inches. 

The second problem cannot be nearly 
so neatly solved. However, using trial 
and error in a short computer program 
(which we leave you to write) yields an 
answer of 1 5.8745 1 square inches when 
the diagonal between the 6-2 and the 7- 
3 corner is 7.0356" long. 




"Yes I mind if you set your 
printer on my lap! . . . 



POWER 
WITHOUT THE PRICE 



ATARI 



PLACE CHRISTMAS ORDERS NOW! 

Christmas orders must be received by Nov. 1st, 1987 



ATARI COMPUTERS AND PERIPHERALS 



65XE 64K Personal Computer 

800XL 64K Personal Computer (discontinued) 

130XE 128 Personal Computer 

805 Interface 

XDM121 Letter Quality Printer 

1020 Printer Plotter 

XMM801 80 cps Dot Matrix Printer 

XM301 300 Baud Modem (requires 48K) 

830 Acoustic Modem plus Telelink cartridge 



S 99.95 
$ 99.95 
$149.95 
S 99.95 
$249.95 
$ 49.95 
$249.95 
$ 49.95 
$ 24.95 



l*M'UllHH.]i.'71:l 



AX2034 

AX2033 
CX415 
DX5082 
CX418 



AtariWriter Plus (includes 


disk 


$ 49.95 


Proofreader) 






Proofreader (for AtariWriter) 


disk 


$ 16.95 


Home Filing Manager 


disk 


$ 14.95 


Silent Butler 


disk 


$ 24.95 


Home Manager (includes Family 


disk 


$ 24.95 



Finance and Home Filing Manager) 



N-l.HH. ' U. V ' H ' M- l 



CX4118 
CX4119 
CX4120 
CX4125 



Conversational German 
Conversational French 
Conversational Spanish 
Conversational Italian 



tape 


$ 17.95 


tape 


$ 17.95 


tape 


$ 17.95 


tape 


$ 17.95 



ATARI ORDER FORM 



NAME 


PHONE 


ADDRESS 


CUT 


sun zip 



Mail order form and payment to: 

Atari Bonanza, Dept. 07 
P.O. Box 61657 
Sunnyvale, CA 94088 



Please allow six to eight weeks for delivery 

PART H DESCRIPTION 



PRICE 



Use blank paper for additional rtems 

i Check or money order enclosed 
VISA or MasterCard 



Exp 



SUB 
TOTAL 



CALIF RESIDENTS 
ADO 7% 
SALES TAX 

Shipping and handling 
(under $50. add $2 50. 
over $50 add $5 00) 



Signature - 



TOTAL S 

No COD's,please 

Outside USA. add $10 to cover shipping 
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8 -BIT 



RECREATION 



STAR RAIDERS II, THE ADVENTURE CONTINUES! 
NOW AVAILABLE 



DX5084 

CXL4013 

CXL4004 

RX8030 

CXL4024 

CXL4012 

CXL4027 

CXL4008 

CXL4011 

CXL4006 

CXL4025 

RX8042 

RX8044 

RX8049 

RX8048 

CXL4022 

RX8045 

RX8033 

RX8026 

RX8043 

RX8029 

KX7102 



Star Raiders II disk 

Asteroids cart 

Basketball cart 

E.T carl 

Galaxian cart 

Missile Command carl 

Qix carl 

Space Invaders cart 

Star Raiders cart 

Super Breakout cart 

Defender carl 

Realsports Tennis cart 

Joust cart 

Jungle Hunt cart 

Millipede cart 

Pac Man cart 

Pengo cart 

Robotron cart 

Pig Dug cart 

Ms Pac Man cart 

Realsports Football cart 

Arcade Champ Kit (includes cart 
PacMan, Qix cart holder and two joysticks) 



S16.95 
S 6.95 
S 6.95 
S 6.95 
$16.95 
S16.95 
S 6.95 
S 6.95 
S 6.95 
$ 6.95 
S19.95 
$16.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
S16.95 
$24.95 



□nnxnEcm 



FOR GRADES 
DX5081 



AX2020 

AX2026 

AED80048* 

AED80049* 

AED80050* 



7 THROUGH ADULT (available on disk only) 
Music Painter $19.95 

Transcribe your favorite songs and save them 
for later use, or compose your own songs and 
build a library of personal hits. 
Music I (Theory Lessons) $24.95 

Music II (Advanced Theory) $24.95 

Music I/Term Notations S 6.95 

Music ll/Rhythm and Pitch $ 6.95 

Music Ill/Scales and Chords $ 6.95 



ussnnsL 



The Secret Formula Series teaches mathematical con- 
cepts by asking the player to create formulas that will 
duplicate a series of numbers generated by the computer 

Available on disk only 
Secret Formula — Elementary (grade 4-6) $ 6.95 
Secret Formula — Intermediate (grade 6-8) $ 6.95 
Secret Formula — Advanced (grade 9-12) $ 6.95 
Counting (K-grade 2) $ 6.95 

Metric & Problem Solving (grade 3-7) $ 6.95 

Division Drill (grade 7-9) $ 6.95 



AED80020 * 
AED80021 * 
AED80022 * 
AED80060 * 
AED80055 * 
AED80011 * 




5 INK ROLLERS for $10.00 



SAVE $45.00 ****»£5£gl 



SPELLING, GRAMMAR, AND READING 



CX4126 Speed Reading (grade 9-adult) 

RX8059 Skywriter (grade 1-6) 

AED8000 1 # Spelling in Context/ 1 (grade 1 ) 

AED80002 * Spelling in Context/2 (grade 2) 

AED80003 ♦ Spelling in Context/3 (grade 3) 

AED80004 * Spelling in Context/4 (grade 4) 

AED80005 * Spelling in Context/5 (grade 5) 

AED80006 * Spelling in Context/6 (grade 6) 

AED80007 * Spelling in Context/7 (grade 7) 

AED80008 * Spelling in Context/8 (grade 8) 

AED80054 # Prefixes (grade 3-6) 

AED80059 ♦ Pre-Reading (K-grade 2) 

AED80067 * Spelling Bee (grade 3-7) 

AED80069 * Word Games (elem) 

DX5050 * Mickey. Great Outdoors (gr. 2-5) 



PROGRAM LANGUAGES 
AND INSTRUCTIONS 



tape 


S24.95 


cart 


$17.95 


disk 


$ 6.95 


disk 


$ 6.95 


disk 


$ 6.95 


disk 


$ 6.95 


disk 


$ 6.95 


disk 


$ 6.95 


disk 


$ 6.95 


disk 


$ 6.95 


disk 


$ 6.95 


disk 


$ 6.95 


disk 


$ 6.95 


disk 


S 6.95 


disk 


S 6.95 



CXL4018 

AX2025 

CXL4003 

CX8121 

CX41 17 

KX7099 



Pilot Kit cart $39.95 

Microsoft Basic II disk/can $29.95 

Assembler/Editor cart $24.95 

Macro Assembler disk S24.95 

Invitation to Programming III tape $ 7.50 

BASIC Tutor tape $19.95 

(includes Invitation to Programming I & II and two books. 

Inside Atari BASIC and Programming Tips and Tricks) 



SCIENCE AND SOCIAL STUDIES 



The Atarilab series teaches science through experimentation 

AED80013 Atarilab Starter Kit 

AED80014 Atarilab Light Module 

AED800 1 7 * U.S. Geography 

AED80056 * The Marketplace (grade 3-8) 

AED80053 * Geography (grade 4- 10) 

AED80066 * Expeditions (elem) 

CX8106 Bond Analysis (adult) 

CX8107 Stock Analysis (adult) 

CX8108 Stock Charting (adult) 



ATARI COMPUTER CONTROLLERS 



cart 


$59.95 


cart 


$39.95 


disk 


S 6.95 


disk 


$ 6.95 


disk 


$ 6.95 


disk 


$ 6.95 


disk 


$ 9.95 


disk 


$ 9.95 


disk 


$ 9.95 



CX21 
CX30 
CX40 
CX75 
CX80 
CX85 



Touch Pad Controllers (alpha numeric) 

Paddle Controllers 

Joystick 

Light Pen 

Trak Ball— HCD 

Numeric Keypad 



INK ROLLERS, RIBBONS, COMPUTER CABLES, AND ACCESSORIES 



FC 100626 Ink Rollers (NOW AVAILABLE) $3.95 

CX87 Modem Cable for 850 Interface — for any modem $24.95 



CX853 16K RAM Module for 800 Computer 

CX82 Black & White Monitor Cable 



$ 9.95 
$ 9.95 
$ 6.95 
$39.95 
$14.95 
S24.95 



$19.95 
$24.95 



J\{ ATARI DEALER DIRECTORY ;|^ 

The following is a list of dealers who carry Atari products. Please patronize 
them and mention Atari Explorer when you do. Dealers: List your store 
here. Call Julie Winston at (201) 543-6007 for details. 



NEW ENGLAND 



HANDS ON COMPUTERS 



99 OLARRABEE PLACE 

Wt titHHOOK. Mt 0.109? 



207-854-1155 




Al AMI !L 

COMMODOfU 

comi'uifus 



TOM O'BRIEN 



Soft Ware Haus 

49 Beale St. 
Quincy. MA 02170 
(617)770-3899 

In business since 1983. Full line of Atari 
hardware and software. Authorized re- 
pair center Layaways available. Major 
credit cards accepted. 20% discount if 
you mention this ad. 



Com^uters/VEtc. 



425 Kings Highway East 

(Route 1) 

Fairfield. CT 06430 

(203)336-3100 

Largest Atari St dealer in the state of 

Connecticut. Voted one of "The Best of 

Fairfield County"' in the Fairfield County 

Advocate s annual reader poll. 



METROPOLITAN 
NEW YORK 



Island Software 
and Computer Service 

35 Middle Country Rd. 

Coram, NY 11727 

(516)736-1001 

HARDWARE-SOFTWARE-REPAIR 

We are the oldest authorized Atari dealer 

and service center on Long Island. Over 

500 software titles in stock. Full line of 

accessories and peripherals. 

Park Avenue Video Center 

260 Park Ave. S. (21st St.) 
New York. NY 10010 
(212)505-0930 

Full line of ST and 8-bit hardware and 
software. Full-service Atari dealer also 
carrying other major brands of peripher- 
als. Best price, best service. 



Gemini Enterprises 

86 Ridgedale Ave. 

Cedar Knolls. NJ 07927 

(201)267-0988 

Exclusively dedicated to the Atari XL/XE 

and ST computers. We carry a full line of 

hardware and software by both Atari and 

third-party companies 

Software Station 

129 Rockaway Townsquare Mall 
Rockaway, NJ 07866 
(201)328-8338 
and 

7 Headquarters Plaza Mall 
Morristown, NJ 07960 
(201)455-7858 
and 

Princeton Forrestal Village 
Princeton, NJ 08540 
(609)520-1212 

Atari lovers. Atari owners. Atari software. 
Atari hardware. We go together at Soft- 
ware Station. The Atari lover's store. 8- 
bit and ST. 25% off software with this ad. 



MIDATL ANTIC STATES 
and SOUTHEAST 



Applied Computer Associates 

Gaithersburg, MD 
(301)948-0256 
and 

Chantilly, VA 
(703)631-5377 

Authorized sales and service for 8-bit. 
ST. and Mega ST. Major credit cards ac- 
cepted. 

CompuVision Computer Centers, Inc. 

Route 3. Old Mill Rd. 
Northway Shopping Center 
Millersville, MD21108 
(301)987-0998 

Full-service authorized Atari dealer spe- 
cializing in the ST. Over 1000 software 
titles in stock. 

Home Computers Co. 

1055 Taylor Ave. 

Towson (Baltimore), MD 21204 

(301)337-2733 

Atari 520ST and 1040ST systems 

• 130XE computers •Full line of disk 

drives, printers, etc. «Huge software 

library • Major credit cards. 



The Home Computer Store 

12006 Bustleton Ave. 
Philadelphia, PA 19116 
(215)934-6999 

Authorized Atari repair dealer specializ- 
ing in the 8-bit and ST. We provide on-line 
help. Visa and MasterCard accepted. 
One-Stop Shop for the Atari. 

Elden Computers 

1 Ramu Rd. at Toporock 

Charleston. WV 25332 

(304) 344-2335 

Near C&P Telephone off MacCorkle. 

McDonald's Computer Center 

4921 E. Colonial Dr. 
Orlando. FL 32803 
(305)894-2270 

One of central Florida's largest Atari-only 
dealers. Authorized Atari service and re- 
pair. Complete line of accessories for ST 
and 8-bit. 



MIDWEST 



Digital World Co. Inc. 
711 Army Trail Rd. 
Addison. IL 60101 
(312)543-9000 

DigitalWorld has been a full-service au- 
thorized Atari dealer since 1981. We pro- 
vide a total sales, education, and repair 
(in store) service environment for the 
Atari customer. 

Mars Merchandising 

Electronics for Earthlings 
15 W. 615Diversey 
Elmhurst. IL 60126-1257 
(312)530-0988 

Commercial and public domain software. 
Manufacturer of 30+ Mb hard drives and 
5.25" PC-Ditto compatible drives. Ca- 
bles, synthesizers, telephones, video 
game cartridges, musical accessories 
and more. 

Micro-RAM Computer Systems Inc. 

2615 N. University Ave. 
Peoria. IL 61604 
(309) 682-2080 
(309) 682-2748 (24-hr. BBS) 
The largest Atari ST software selection in 
central Illinois. Authorized service on 
Atari, Star Micronics, and IBM compati- 
bles. We sell the best, and fix the rest. 
Mention this ad and save $$$. 



Canton Computer Inc. 

5906 Sheldon Rd. 

Canton, Ml 48187 

(313)459-4340 

We handle the full line of Atari hardware. 

software, and accessories. Authorized 

Atari and Panasonic repair center. 


Ft. Worth area. We specialize in the ST 
computer line and also carry 8-bit hard- 
ware and software. Major credit cards 
accepted. 


COMPUiHKHJTUn 

5945 Mission Gorge Rd ^gjfjfejh -i 
San Diego. CA 92120 JlWl^pgpL 

630K Nordahl Rd. ^Et^K 

San Marcos, CA 92069 ^tS**^ 

(619)740-0111 

Send for FREE! newsletter, the OUTLET. 

Always first on the West Coast with new 

ST products! Authorized Atari sales and 

service center. 


Computers to Grow 

7046 Bissonnet 

Houston. TX 77074 

(713)777-1673 

Authorized Atari sales and service. Open 

1-9 Mon-Fri, 1-6 on Sat and Sun. 


Rite Way Computers 

8242 12 Mile Rd. 
Warren, Ml 48093 
(313)751-2454 

Software, hardware, and accessories at 
great prices for Atari ST, Atari 8-bit, Mac- 
intosh, IBM, Apple, and Commodore. 
Over 3000 software titles in stock. 


The Floppy Wizard 

217 Memorial City Mall 
Houston. TX 77024 
(713)461-8660 

Full-line authorized Atari dealer and re- 
pair station. In business since April 1983. 
Atari is our number one selling line in the 
store. 


Logical Choice for Computing 

6116LankershimBlvd. 

N. Hollywood, CA 91606 

(818)760-0738 

Logical Choice for Computing is an Atari 

only dealer. We specialize in the needs of 

ST and 8-bit users. Open seven days a 

week. 


B and G Electronics Inc. 

15729 Madison Ave. 

Lakewood. OH 44107 

(216)521-2855 

Authorized Atari sales and service for the 

Cleveland area. Full line of 8-bit and ST 

software and hardware. Open Mon-Sat, 

10-7. Major credit cards. 


UTAH 


Mid-Cities Comp/Soft 
9406 Flower St. 
Bellflower, CA 90706 
(213)867-0626/8994 
Full Atari ST specialty store with over 500 
titles in stock, including professional MIDI 
software. Also a wide range of 8-bit soft- 
ware and peripherals. 


Lloyd's Computers 

C-55 University Mall 

Orem, UT 84058 

(801)225-5751 

Your family computer store. The Atari 

specialist. 


Falrborn Home Computer 

2602 Colonel Glenn Hwy. 

Fairborn. OH 45324 

(513)429-3116 

and 

Springfield Home Computer 

1475 Upper Valley Mall 

Springfield, OH 45504 

(513)323-9982 

Full Atari sales, service, and rental. 


San Jose Computer 

"The Atari Store" 

1844 AlmadenRd., #E 

San Jose, CA 95125 

(408) 723-2025 

and 

3248 El Camino Real 

Santa Clara, CA 95051 

(408) 247-0502 

We mean business and we sell Atari. 


r=^ MICRO 273 West 500 South 
I — I MANIA Bounti,ul ' UT 840 1 

<S£a (801)295-8003 

and 1215 East 3300 South 
Salt Lake City. UT 84115 
(801)485-9922 

and and 

4387 Harrison Blvd. 360 S. State St. 

Ogden, UT 84403 Clearfield. UT 840 1 5 

(801)479-0777 (801)776-5400 

Coming soon to Edmonton. Alb. 

Software Hut 

1 1 1 East 300 South 
Salt Lake City. UT84111 
(801)355-0066 
and 

1839 West 3500 South 
West Valley City. UT 84119 
(801)974-0110 

Authorized Atari-only dealer specializing 
in the 8-bit and ST. Large selection of 
software: MIDI, desktop publishing, edu- 
cation, entertainment, and business. 


Video Express 

6016 E. Main St. 

Columbus, OH 43213 

(614)866-2685 

and 

Computer Express 

800 Bethel Rd. 

Columbus, OH 43214 

(614)451-2795 

Full range of Ataris: 2600, 7800, new 

Atari XE game machine, 8-bit, ST, and 

Mega Ataris. Software and hardware. 


PACIFIC NORTHWEST 


High Tech Toys 

2865 S.W. Cedar Hills Blvd. 
Beaverton, OR 97005 
(503) 646-3950 

Atari ST/IBM/Mac specialists, desktop 
publishing, video cameras, VCRs. Free 
personalized consulting. Wide selection 
of latest releases at great prices. Custom 
order non-Atari by phone, mail, or visit. 


SOUTHWEST 


Kennewick Computer Company 

1300 Columbia Center Blvd. 
Richland, WA 99352 
(509)735-4185 

Complete line of Atari hardware and soft- 
ware. Authorized Atari service center. 
Where customer service comes first. 


Computer Works 

4337 W. Bethany Home Rd. 
Phoenix, AZ 85301 
(602) 246-6364 

We offer the best support and service and 
the largest selection of software and peri- 
pherals in the Phoenix area. 


CALIFORNIA 


Consumer Electronic Store 

335 S. State College 
Fullerton, CA 92631 
(714)447-8300 

Authorized Atari service center and deal- 
er. In business for over 1 8 years. 8-bit and 
STs. Complete line of hardware and soft- 
ware. Major credit cards accepted. 


AoOTn se ° 5 


Computer Discoveries 

12801 Midway Rd., Ste. 109 

Dallas. TX 75244 

(214)484-9104 

The premier Atari dealer for the Dallas/ 


(206) 643-9697 (206) 682-8039 (BBS) 
Full-service authorized dealer — Atari 
only. 



Airball 




An exciting new game for your Atari ST 
with outstanding graphics! 

"Now you're really in trouble," said the 
Evil Wizard, "I'm turning you into a ball of 
air and sending you into a mansion with 
over 250 rooms! If that sounds easy, I'm 
telling you it's not. Your ball has a slow 
leak and you'll need to jump on a pump 
and pump yourself up, but the pumps 
are hidden in only a few rooms. 

Once in the rooms you'll have to pick up objects that have been left 
behind, such as crosses, tins of beans, a Buddha, and a dragon statue. At 
the end of the maze is a spell book that will turn you back into a human 
again. "Sounds easy," you say to the wizard, as he laughs and says, "there 
is much more in store for you than you realize!" 

Color only.. .$39.95 




Airball Construction Set 



A great addition for your Airball game! You can now make the exciting Airball game even better. With this utility 
you can build your own rooms for Airball. Make the game just the way you want or try to make a challenge that 



your friends cannot beat! 



Cashman 



Color only.. .$24.95 




Dozens of fascinating playing screens 
with various levels of difficulty, lets any- 
one have exciting fun while experienc- 
ing the Cashman adventure. 

Play by yourself or invite the ultimate 

challenge of simultaneous two player 

competition. Run along the colorful 

girders, jump across the tremendous 

chasms, climb the wobbly ladders, or 

grab a BYRD and fly to get the loot before your opponent does! 

Be careful though, the KATS are on the prowl to stop you, and wrestling 
with them can be very exhausting. But don't despair, there's more than 
one way to skin a KAT - throw eggs , what else! And if your opponent starts 
grabbing the money from under your nose, just toss an egg his way! 

Color only..$29.95 




For more information 

on these or other programs, 

ask for our latest catalogl 




576 S. Telegraph 

Pontiac, Ml 48053 

(313) 334-5700 



Dealer inquiries welcome. 
Visa and Mastercard accepted. 



